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YOUR MISSION: You conTROL THE Mo: “AGie RACER KNOWN TO MAN AS YOU FLY DOWN THE 256 coLourR, 3-D, POLYGONAL-SHADED LANDSCAPE 


AT SPEEDS WHERE THOUGHT AND ACTION ARE ONE AND MISTAKES ARE PAID FOR IN BLOOD! IF YOU AND YOUR TRACE VEHICLE SURVIVE, USE YOUR BONUS 






POINTS TO MODIFY ITS ARMOUR, FIREPOWER O} €D TO SUIT YOUR STYLE, THEN JACK BACK INTO THE Net FOR ANOTHER Run! 
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In Devta V, A New TyPe oF VIRTUAL REALITY BEEN BROUGHT TO THe PC! 
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2“So chummer, you want to 
know about runnin? 


2“The Net’s the most dangerous 
cyber-dream you'll ever have, 
*cept it’s not a dream. You 
gotta be ruthless and quick, 
huggin’ the lattice like an 
Olthan lungworm on a Borian 
air—grazer. Once you jack in, 
it’s just you and your Trace. , 


2“Like | always said, Netrunnin’ 
is like a drug, the speed gets © 
you higher than a ’ject of 
Cephilene Biue, but a mistake’ll 
leave you deader than a jacked 
out straightliner. 


2>“That chum, is as permanent as 
it gets ...” 
2 END 
2 GROTHAN JHIR, ex-Netrunner. 
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: ‘* Available on: IBM PC AND COMPATIBLES 
? . (VGA, minimum 386/33 processor, minimum memory 640k 
- oe ae = Ram, 2Mb EMS” Memory ETate| high density disk drive required. 
. * 2 Sonic support: Roland™. SoundBlaster. and Gravis Ultrasound.) 


Copyright© 1993 Bethesda Softworks. All*rights sreserved. 
Bethesda Softworks and Delta V are trademarks: of Media 
* : Technology Ltd. Marketed and distributed under licence by 

. US. Gold Ltd., 2/3 Holford Way, Holford, Birmingham B6 7AX. 
Tel: O21 G25 3366. All rights reserved. ‘ 
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F or those who enjoy a night on the 
tiles... The world’s leading word game 
comes alive on your computer. Whether 
you’re a wizard with words or you spell 

‘_xylophone with a ‘2’, you’ll love this 
magical piece of programming from 


U.S. Gold. 


e * If you like Serabble you'll love 
this... a perfect conversion. ) Sy) 


CU Amiga. 


Available for PC and Compatibles, Amiga (4Mb) and 
Atari ST (4Mb).* 
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deCHEWA SurCWUrS 


L os Angeles 2029... 
Skynet is resurrected! 
Prepare yourself bit) mesa l-) 
of the most intense, pulse 
pounding, action packed 
games ever. Using all new 
weapon systems and a full 
360° rotational battle 
engine, you will fight your 
way through 32 levels of 
Cyberdyne against Skynet’s 
defence forces. Your mission: 
Destroy the machine that 


‘terminated hits |t Bee 


Ayailable for PC and Compatibles.* 


DAY OF THE TENTACLE™ 


e * In short, it’s 
brilliant! © bss) 


PC Format 91%. 


7 * if a better 


adventure game shows 





up this year, I'll eat my 


trousers. © © 


PC Review 9/10. 





sequel to the award winning classic “Maniac Mansion®”, 
this wacky cartoon adventure has , eK) 
set new standards in graphics and 


sound, with over 100 zany effects. 





See it. Hear it. Play it. 





Available for PC and Compatibles and PC CD-ROM.* 
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land. Manufactured and distributed by U.S. Gold Ltd. ©1988, 1992 J.W. Spear & Sons 
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eenberg Brothers Partnership. Secret Weapons of the Luftwaffe game ©1990 LucasArts Ent 
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{ =) 
|B igaee 1942°. Their Finest Hour: The Battle of Britain™. Secret 


Weapons of the Luftwaffe®. Three compelling, award-winning World War Il air 
combat simulations, pilus four advanced tours of duty and a mission-packed 


add-on... all in one explosive package. Avaliable for PC and Compatibles. * 








hatever turns you and your computer on, trust U.S. Gold to hit the spot. 


We’ve created some of the biggest No.1 hits for the PC market - and that 





means more gamers trust our quality titles than any other. Whether it’s 
breathtaking combat sims, explosive adventure games or addictive role-playing 
games, you know we’ve got just the kind of game to set your pulse racing. 

And since we’ve a long string of chart topping titles to our name, you can 
always rely on us to come up with a winner. U.S. Gold. The only problem =itay = iwham 


is choosing. \ 








[This month’s cover image isa 


| 3D rendered graphic of a 
collection of Imperial TIE 
Fighters. Thanks to both US 


Gold and LucasArts for all of 


| their help this month. 
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| 
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J again we bring you 
exclusive information 
about some _ of _ the 

biggest products of the moment. With 
LucasArts’ virtually faultless track 
record, it’s understandable that a lot of 
people are extremely excited about the 
prospect of the firm’s new Star Wars 
product — TIE Fighter. PC Player takes 
a sneak first look at the product and 
talks to author Lawrence Holland on 
page 84. 

Elsewhere this month we speak to 
Gulf War veteran John Nichol about 
Digital Integration’s forthcoming Gulf 
scenario disk for Tornado. John tells us 
all about life after the war and his 
opinions of both the game and the plane 
on page 44. 

On the whole, it’s been a pretty 
good month. There has been an 
unusually large amount of products 
available for review and the whole PC 


market seems to be gearing up for an 
exciting year. Just check out the 
magnificent Doom on page 38 for a 
taste of what’s in store over the next 
few months. 

From what we’ve seen of the year’s 
big products there’s going to be a 
massive leap in terms of quality this 
year. Watch out...as the 32-bit consoles 
start to appear, the PC will remain ‘king 
of the hill’ as SVGA and CD-ROM 
become the new standards. There’s 
even talk of custom graphics hardware 
appearing — about time, eh? 
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| US GOLD COMPETITION: PAGE 24 

If RPGs are your thang, speed to page 24 to earn 
yourself a chance to win 14 of the best role- 
playing games on the PC, as well as a couple of 
T-shirts and a smart Wizardry bomber jacket, 


courtesy of Birmingham bods, US Gold. 
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DOOM: PAGE 38 _— > e 

It may be a fast ’n’ furious blast, but it’s the best | , 

thing since id’s latest 3D shooter, Wolfenstein. | 

Use the biggest gun you can lay your hands on in | Se. ‘einen 
Ppa ii 





| this gore-splattered journey to Hell and back. 
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Meretzky, the chap who is 

behind Legend’s award-winning 

SPELLCASTING games is currently 
working on a totally brand-new light- 
hearted adventure going by the name of 
SUPERHERO LEAGUE OF THE 
HOBOKEN. Described as a combination 
of RPG and adventure, the game is set 
in a post-nuclear winter in which a 
number of resurrected superheroes 
must take charge of the earth in its 
radioactive state. 

Although no release date is 
confirmed as yet, there is no doubt that 
long-time UK distributor of Legend 
products — ACCOLADE — will be handling 
the product. Watch this space. 


Interplay is preparing itself for a bit 

of an onslaught over the next few 
months. With JUDGMENT RITES firmly 
ensconced in the top 10 and STAR 
TREK: CD shaping up very nicely we can 
expect to see a whole bunch of 
enhanced CD games and original titles 
in the next six months. 

First up we can expect to see 
CASTLES Il CD, SIM CITY CD-ROM 
(previewed this issue) and SIM ANT CD 
which all offer some superb hi-res VGA 
visuals and FMV sequences, followed 
shortly after by the as-yet-unnamed 
STAR REACH (the offer’s still there - if 
you can think of a decent name for a 
space trading game there could be 
untold riches at stake) and then the 
much hyped and ultimately pretty naff 





(Left) Castles CD, 
|(Centre and Right) 
| Zombie Dinos from 
| the Planet Zeltoid 
|- Interplay 


LAST MONTH WHEN WE PREDICTED THAT THE NEW YEAR WOULD BE A BUSY TIME FOR 
THE PC GAMES MARKET, WE WEREN’T KIDDING! ON THE GAMES FRONT WE HAVE NEWS 
OF VIRGIN’S NEW CHOPPER SIM, WHILE ON THE HARDWARE FRONT THERE’S ALSO A 


SMART PIECE OF KIT ON THE WAY FROM MEDIA VISION CALLED THE MEMPHIS. 


EWS 








Memphis - Media Vision 





VOYEUR on CD. What do you mean you 
don’t Know what Voyeur is? It’s that 
weird adventure on CD-I which has you 
peeping through peoples’ windows. 

Later in the year (currently slated as 
third quarter...which probably means 
next year sometime) is ZOMBIE DINOS 
FROM THE PLANET ZELTOID a game 
which is described as an educational 
game _ in which dinosaurs, time 
machines and brain-blobs (whatever 
they are!) are all thrown into a melting 
pot to produce an unusual game of 
adventure involving some pretty weird 
logic. 

As far as Interplay’s ‘biggie’ goes, 
we are now told that the really rather 








special looking RPG STONE KEEP has 
been delayed until the summer and will 
now almost certainly be a CD-only 
product. 


» Media Vision is quite proud to 
announce its new ‘multi-media 
home theatre’ system named the 
MEMPHIS. Designed as an all-in-one 
multi-media package, the system 
incorporates a double speed CD-ROM 
drive, a 16 bit digital sound card and 
some very smart-looking speakers all 
packaged into a compact grey box. The 
price for the system...well, in the States 
it's going to sell for $600, which means 
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that potentially it may only cost £400 in 
the UK. A very smart upgradable 
system if ever we saw one — the CD unit 
can be removed and the box has two 
expansion slots of its own. A bargain? 
Let’s hope so. Expect to see the system 
in the shops this spring. 








@ WEREWOLF KA-50 is Virgin’s first 
& entry into the helicopter simulator 
market and looks set to be one of the 
most accurate sims of this type ever to 
be released. Based on a number of 
*copters including the Westland Lynx 
and the Kamov Hokum KA-50 (the 
Werewolf) the game offers a fictional 
scenario set in the South China Sea. As 
captain of a mercenary force employed 
by a cartel of Chinese, Filipino, 
Singaporean and Japanese businesses, 
your job is to find and destroy an 
organisation engaging in piracy in this 
area of the world. 

Graphically, the game is very similar 
to Novalogic’s classic blast Comanche: 
Maximum Overkill, however Virgin is 
claiming that this new game will be far 
more realistic and offer much more of 
a simulator-style environment with 
realistic weapons and some excellent 
flight physics. 

All being well we should be seeing 
Werewolf at some point in the next 
couple of months. Watch out for a 
review in PC Player very soon. 


@@ Access is gearing up to unleash the 
W next generation version of its 
esteemed golf simulation within the next 
few .months. Imaginatively entitled 
LINKS 486 the game is superficially 
quite similar to its predecessor, however 
it now offers a much enhanced screen 
refresh rate, coupled with multiple 
simultaneous views of your ball as it 





"Werewolf KA-50-Virgin| = 


moves around the course. Using the 
familiar windowing system, the game 
can apparently keep track of up to four 
different views at once. 

Downwardly compatible with all of 
the LINKS 386 supplement courses, 
this new game could turn out to be the 
definitive PC SVGA golf game. As with 
all other Access titles, Links 486 will be 
released in the UK though US Gold. 


It looks as though the next batch of 

’ strategy titles set for release from 
SSI will be SVGA-only products (a 
direction in which the whole market 
seems to be moving). First-up in this 
new range will be IRON FIST, designed 
by SSI in-house producer Norm 
Kroeger. Allegedly, the game covers 
armoured combat in times ranging from 
WWI right up until the present day. 

People who we’ve spoken to about 
the project inform us that it’s extremely 
impressive and far more worthy than 
some of the firm’s more recent VGA- 
based productions...so watch this space 
for screen shots during the next few 
months. 


@» FLIGHT SIM 4 and 5 fans with CD- 
= ROM systems have something fairly 
spectacular to look forward to over the 
next few months — namely the release 





of the full USA scenery CD which packs 
every major city onto a disc in both FS5 
and FS4 formats. Not only does it offer 
this though...it also provides a huge 
amount of detail for ATP! Now you can 
fly coast to coast across the US with no 
breaks in scenery — wow. 

Although no UK price has been fixed 
for the product as yet, it looks likely that 
it could come in at around the £70 mark 
— just like the ATP CD package we 
reviewed in PC Player issue four. Watch 
for a full review of this amazing package 
in next month’s issue. 





Spectrum Holobyte is set to launch 


the first of its official STAR TREK: THE 
NEXT GENERATION games this summer 
in the shape of an originally scripted title 
by the name of A FINAL UNITY. 
Produced as a CD-only product and 
incorporating some absolutely stunning 
SVGA visuals, the game offers a 
complex story-line which puts you in 
command of the major areas of the 
Enterprise. Navigate your way through 
the galaxy, engage in combat and even 
command away-teams. Everything you’d 
expect to find in an episode of the 
popular TV series is present. 

No UK date is confirmed as we go to 
press, but hopefully we should be seeing 
something from Microprose within the 
next few months. > 








Star Trek: The} 
Next Generation 
‘A Final Unity’ -| 
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It is with great sadness that we tell 
you of the unfortunate demise of 
Twin Dolphin Games. The firm, formed 
by former Atari controller Stephen 
Ruszak, had intended to build on the 
skills of its industry veteran members in 
order to create software which truly 
pushed the limits. With successful 
producers such as Jim Jennings and 
Ken Humphries (both ex-SSI producers) 
working on projects, the industry as a 
whole had a great deal of respect for 
the team. 

Although having only released two 
games so far — the Windows products 
NANOTANK and SMOKIN’ GUNS - the 
one game which everyone was looking 
forward to was the very expensive and 
much delayed FORGOTTEN CASTLE, 
which is arguably one of the most 
impressive-looking PC games ever. 
Although basically an Underworld-style 
RPG, the game offers numerous 
advancements in the fields of texture 
mapping, special effects and aliasing. 
When previewed at various trade shows 
last year it was considered to be one of 
the few new products on the PC which 
really pushed the machine right to its 
limits. 

According to sources in the US, 
Ruszak and his team have placed 
Forgotten Castle up for sale and the 
code is available ‘as-is’. Several 
software houses have allegedly taken 
an interest in the product, but none has 
committed itself to a purchase. PC 
Player speculation is that the product 
could end up under EA’s wing — Twin 
Dolphin was affiliated with the US giant 
(much as Origin is) and EA would have 
been responsible for the game’s 
distribution. We’ll bring you more news 
as soon as something is confirmed. 


new super-consoles 


@ With the 
boasting all kinds of fancy hardware 


including polygon generating systems 
and powerful number crunchers, it 
would be horrible to see the PC fall 
behind in an area of gaming in which it 
has always excelled. Well, thanks to 
ARTIST GRAPHICS in the States, it 
seems likely that PC owners will also be 
able to get their hands on cheap 
polygon generating hardware. 

The board, dubbed the 3GA VIDEO 
PROCESSOR, is capable of displaying 


12 million flat shaded, 200,000 gouraud 
shaded or 30,000 texture mapped 
polygons per second in a game. These 
figures are pretty similar to many of 
the RISC-based machines recently 
announced, and if a board can be 
manufactured at a reasonable price (as 
is hoped) it could change the face of PC 
gaming forever. 

Allegedly the proposed board has a 
64-bit architecture and supports both 
VGA and VESA compatible SVGA 
modes, at a resolution of 1,024 x 768 at 
eight bits per pixel. Artist Graphics is 
currently in negotiations with a major 
graphics card manufacturer, so we 
should see the fruits of a new 
relationship within the next six months. 
1994 could be a very exciting year if this 
product is marketed properly. 


Those of you stuck on an adventure 

game will be pleased to learn that 
help is at hand. By calling the GUIDING 
LIGHT question and answer line you can 
find out pretty much anything you want 
to know about a game. Simply dial 0891 
668011 and tell them what your problem 
is and they'll find out an answer for you. 
The only catch is that it costs 39p per 
minute at cheap rate and 49p per 
minute during peak times, so make sure 
you know exactly what it is you want to 
ask! 


As we hinted last month, Chris 
Roberts and his team are currently 
working on the third instalment of the | 
WING COMMANDER series of space 
combai games. Details are very sketchy 
at the moment, but it would seem likely 





that the game won't hit the streets until 
either the summer or autumn of this 
year. As you’d expect, the game will 
revolve around the Federation and 
Kilrathi empires, but we can look 
forward to a far more impressive 
graphics system thanks to the 
advances made through the Strike 
Commander and Pacific Strike systems. 
Watch this space over the next few 
months. 


Qo mrressions is all set to unleash 
two brand-spanking-new strategy 
games onto the market in the shape of 
DETROIT -— an automotive empire 
building simulation, and the third 
instalment in the BREACH series of 
games. 

It seems that the former places you 
in the position of the managing director 
of a small car firm which must 
be built up to  world-dominating 
levels through careful marketing, 
research, manufacturing and resource 
management procedures. Set for 
release in April, it looks as though this 
| could be a good twist to the old Sim 
style of game. 

After listening to the comments of 
fans of its predecessor, Impressions is 
pleased to announce that BREACH 3 is 
the only squad-level game to feature 
256 colour graphics, a scenario and 
scenery builder, campaign builder and 
interlocking game system compatibility 
(the game can be linked up to Rules of 
Engagement 2, as could Breach 2). 
Watch for it in the next few months. »> 





— ~~ (Top Line) Breach 3, 
(Bottom Line) Detroit - Impressions 
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“It's more than a straight flight sim:, 


DD. have emulated mulfi-million dollar 

flight simulators. When you play TFX the first 

thing that hits you is the detail of the landscape. 
over seven million square km appears on screen, 
with hills, roads and mountains all in the 
right place.” THE EDGE 

"The graphic detail is quife superb, with stunning 
visuals and strong sense of image, TFX is quite 
offen like watching a movie... when | first saw TFX 
my jaw dropped so far if took me 15 minutes to find 
it again! It's fast, good looking and fun.” PC REVIEW 
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Tactical Fighter Experiment... the only 
choice worth making where state of the 
art flight simulation is concerned. 

Take control of one of three of the finest 
aircraft money can buy: 

Eurofighter 2000 

Lockhead F-22 

Lockhead F-117 Stealth Fighter 

TFX... a simulation at the cutting edge of 
aerial combat enhanced by unprecedented 
in-depth research and authentic flight detail. 


Take on the missions... fight for peace. 
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> @ Gametek is pleased to announce 
that it has obtained the video game 


rights to the forthcoming BEVERLY 
HILLBILLIES movie (starring among 
other people the gorgeous Erika Elniak). 
Although quite a way off as yet, the 
game is shaping up to be an 
action/adventure game centred around 
numerous characters from the film. 
Early screen shots look’ very 
encouraging indeed. Watch for more 
news next month. 


& Domark and Mike Singleton are still 
beavering away on the potentially 


Lords of 
Midnight: The 
Citadel - 
Domark 





stupendous LORDS OF MIDNIGHT: THE 
CITADEL. Based on the ancient 8-bit 
game, this 3D adventure incorporates 
all kinds of different gameplay elements 
and throws them into a_ fractal 
generated 3D game environment which 
looks superb and moves extremely 
smoothly. From what we’ve learned 
from Domark, the game is racing 
through development now and we 
should be able to bring you some more 
in-depth information next month. 


Sim City 2000 may well be one of 
the best games ever created (so 
good that it causes work to grind to a 
halt every now and then at the PC 
Player offices), but Maxis isn’t resting 
on its laurels. Set for release later this 
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year is the next instalment in the 
burgeoning Sim range, SIM HEALTH. 
Sorry? What’s that? Basically it’s a Sim 
City-style game centred around the 
health and welfare policies of a nation. 
Although presented in a very similar 
way to last month’s cover star, Sim City 
2000, the game ignores much of the 
basic running of a city and deals more 
with both the feelings and well-being of 
the populace. 

SIM HEALTH is scheduled to be 
released much later this year. Hopefully 
we'll have some preview material very 
soon. 


Troubled software house THREE 
SIXTY PACIFIC has_ recently 
announced that it will be distributing its 
future games through BRODERBUND. 
After all of the fuss surrounding ATOMIC 
GAMES (now with AVALON HILL), it 
seems that the firm’s big releases, 
namely HARPOON Il and VICTORY AT 
SEA, will be coming out under the new 
label which is distributed through 
Electronic Arts in the UK. As far as 
release dates go...who knows? Both 
games have been on the cards for an 
awfully long time and all enquiries we 
have made simply result in the 
response that they’ll be ready “soon”. 
We'll believe it when we see it. 


French team Cryo (currently 

working on numerous titles including 
MEGA RACE and DRAGON TALES for 
Mindscape and SAURUS for Virgin) is 
about to embark upon its first FMV CD- 
based title. Although previous work has 
centred on pre-rendered 3D Studio 
work, the new game will be almost 
totally live action and filming will start at 
the end of February in France. 

The game, currently titled 
SCAVENGER, is set for release much 
later in the year. We'll be bringing you 
an on-set report in the next few months. 


Crystal Dynamix, the team 

responsible for putting together 
some very impressive 3DO software, is 
turning its attention toward PC CD-ROM 
games. The first fruits of this change in 
direction will be an action/strategy game 
called THE HORDE. Described by the 





team as a ‘strategy game with a sense 
of humour’, the gameplay is presented 
within an isometric screen layout and 
incorporates numerous FMV sequences 
at key points in the gameplay. Those of 
you who either a) know a bit about US 
TV, or b) have a SKY satellite dish, will 
no doubt have heard of a young upstart 
by the name of Kirk Cameron — a young 
lad who stars in the sitcom Growing 
Pains. Well, this chap is the ‘talent’ 
used in much of the FMV in The 
Horde... 

From what we saw of the game at 
CES last month, the best description of 
the product is that it is a sort of cross 
between Mega-lo-Mania, Powermonger 
and Populous, except with lots of very 
snazzy SVGA graphics. No release 
date is confirmed as yet, but it looks 
likely that it will appear during the first 
quarter of this year. 


As has been rumoured for some 
time, the video games market is all 
set to begin use of its new voluntary 
ratings system as of 1 May. Devised by 
the Video Standards Council and 
approved by ELSPA (European Leisure 
Software Publishers Association), the 
scheme picks out four major age groups 
— 0-10, 11-14, 15-17 and 18+. Every 
game released will carry a_ sticker 
indicating which of these age groups the 
product is suitable for. The sticker will be 
carried on all products across Europe 
and looks just like the illustration at the 
top of this column...lovely, isn’t it?! Don’t 
you just love the extra-specially childish- 
looking ‘monitor in trainers’ motif? Hasn’t 
the industry grown up yet? Why ELSPA 
didn’t opt for something along the lines 
of video classification is beyond us. 
Hopefully all of this nonsense will 
prevent the government interfering. 


Empire Software is set to unleash its 

AWARD WINNERS GOLD EDITION 
compilation pack later this month. 
Intended to retail for a mere £34.99 (on 
floppy), the pack will include ELITE PLUS, 
SENSIBLE SOCCER, ZOOL and the 
highly acclaimed, JIMMY WHITE’S 
WHIRLWIND SNOOKER. Not a bad 
bunch of games to pass the time with 
really — even if one of them is a fairly naff 
platform game. | 













PC PLAYER 4/5 
"| recommend this game to ali adventurers..." 
"it's a great game plain and simple." 
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BENEATH A 


STEEL 
SKY 


FEATURING... 


REVOLUTION'S INNOVATIVE VIRTUAL 
THEATRE SYSTEM AND STUNNING 
ARTWORK FROM AWARD-WINNING COMIC- 
BOOK ARTIST DAVE GIBBONS, 
BENEATH A STEEL SKY IS A GRIPPING SCIENCE ¥& aE 
FICTION THRILLER SET IN A BLEAK VISION i “tains 1 8ebe 


OF THE FUTURE. 
bl 
Get ‘ond now — 
before it’s top L6TE?: 
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ROBERT FOSTER IS AN INNOCENT OUTSIDER 
STRANDED IN A VAST CITY WHERE 
OPPRESSED CIVILIANS LIVE AND WORK IN 
SOARING TOWER BLOCKS... WHILE THE CORRUPT, 
COVETOUS AND RICH LIE UNDERGROUND, 
SHIELDED FROM ALL POLLUTION. 
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ALONE, SAVE FOR A 
ROBOT CIRCUIT BOARD, 
FOSTER MUST FIGHT FOR SURVIVAL... 
AND DISCOVER THE SINISTER TRUTH 
BEHIND HIS ABDUCTION ! 
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VIRGIN INTERACTIVE ENTERTAINMENT (EUROPE) LIMITED, 338A LADBROKE GROVE, LONDON W10 5AH © 1994 REVOLUTION SOFTWARE © 1994 VIRGIN INTERACTIVE ENTERTAINMENT (EUROPE) LTD. 


Complete 
Space 


c=) 
SPACE LEGENDS 
13.99 


ISHAR 2 
11.49 





(70P SPECIAL) 
yp OFFER 4 





CHAMP MGR'92/'94 HARRIER JUMP JET 
12.99 13.49 


| 
Lao 
eA-TRAIN 


THE LEGACY A-TRAIN 


14.49 





15.99 


Cs 
'E = EGA (Enhanced Graphics Adaptor) 
V = VGA (Video Graphics Array) 

is = Super VGA 

'256C = 256 colour 

te = NEW Item 
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688 ATTACK vg EIN [a80 
A-TRAIN E/V/386 .. 
A.T.A.C. HID V/286 
A320 Ane (USA VI 
ACES OF THE DEEP V/386 * 
ACES OF THE PACIFIC H/D V/ 
ACES OVER EUROPE HID V/256C/SV/386...28.49 
AIR BUCKS E/V/286 
AIR FORCE COMMA: 
ALIEN 3 V/286 
ALIEN BREED Hi 
ALONE IN THE DARK 2 V/386/2 
ALONE IN THE DARK H/D V/256C/3 
ANOTHER WORLD E/V/386 


















BATMAN RETURNS VW/286 
BATTLE ISLE 93 V/286_. 
BATTLE ISLE H/D E/V/28 
BATTLEHAWKS 1942 C/E/V/286 .. 
BENEATH THE STEEL SKY V/386 . 
BETRAYAL AT KRONDOR V/256C/386 . 
BIRDS OF PREY VGA/286 . 
BLOODWYCH C/E/286.... 
BLUES BROTHERS JUKEBOX 
ADVENTURE E/V/286+ . 
BLUES BROTHERS V/386 + 
BODY BLOWS H/D Miele 
* BREACH 3 V/286/2! 
BUBBLY DIZZY crass * 
BURNING RUBBER V/286 
BUZZ ALDRIN INTO Space V/256C/386 
CAESER DELUXE V/386. 
CANNON FODDER V/386 
CAR & DRIVER V/SV/256C/386 . 
CHAMPIONSHIP MANAGER 93 
UPDATE DISK V/386 
CHAMPIONSHIP MANAGER 93/94 V/386 
CHAMPIONSHIP MANAGER C/E/V/286.. 
CHAMPIONSHIP MANAGER COLLECTION 
pare + UPDATE DISK) V/386° .... ars 
HAMPIONSHIP: Nee 
ITALIA 93/84 V/381 
CHESS MANIAC 5 BILLION AND 1 
V/256C/286 
CHESSMASTER 3000 E/V/286 (DUAL). 
CHESSMASTER 4000 TURBO V/486 
CIVILISATION E/V/286.. 
CORRUPTION (WSCROLLS) 
COSMIC SPACEHEAD E/V/286 * 
CREEPERS V/286 
CRUISE FOR A ‘COR 
CYBERRACE V/386/4MB 
CYBERSPACE V/286 . 
DARKLANDS V/256C/386 .. 
DARKSUN-SHATTERED L, 
V/256C/386/2MB + 
DAVID LEADBETT! 
V/256C/386/2MB 

























DETROIT V/386 
DOGFIGHT V/28t 
DRACULA V/286 
DRAGONSPHERE V/386/2MB 
DREAMLANDS: 
RANSARCTICA, STORM MASTER, 
HAR) V/256C/286 . 
DREAMWEB V/286 5.9) 
DUNE 2 - BATTLE FOR ARRAKIS H/D V/28623.99 
DUNGEON HACK H/D V/256C/386/2MB « ...25.4! 
DUNGEON MASTER E/Vi286. 
DYNA BLASTERS E/V/286 . 23.49 
ELITE 2 (FRONTIER) H/D E/V/386/2MB/NDS ae 49 
ELITE PLUS E/V/286 + 49 
EUROPEAN CHAMPIONS E/Vi286 
EVASIVE ACTION V/386/2MB + 
EYE OF THE BEHOLDER TRILOGY’. 
EYE OF THE BEHOLDER (SSI) E/V/286 .. 
F1 (DOMARK) V4886.... 
Fid FLEET DEFENDER V/386/4MB + 
F15 STRIKE EAGLE 2 C/E/V/286 
F15 STRIKE EAGLE 3 V/256C/386/2MB . 
F16 FALCON V 3.0 V/386/1MB/DOS 5 .. 
F19 STEALTH FIGHTER C/E/V/286 . 
F29 RETALIATOR E/V/286 . 
FABLES & FIENDS PART 2 - 
HAND OF FATE V/256C/386 ..... 
FANTASTIC WORLDS 
(REALMS, PIRATES, POPULOUS, 
WONDERLAND) E/V/286.. 
FIELDS OF GLORY V/256C/ 
FIRST SAMURAI H/D V/286 
FLASHBACK V/256C/286_.. 
FLIGHT SIM TOOL KIT (WI 
V/386 
FLIGHT 
FRANCISCO V/SV/386/1MB 
FLIGHT SIMULATOR 5 E/v/S 
FORMULA 1 GRAND PRIX V/286/1NB 
FREDDY PHARKAS FRONTIER 
PHARMACIST V/258C/SV/386 . 
FUTURE WARS cae nee 
GENESIA VGA/281 
GLOBAL Bona! W286 . 
GOAL V/286_... 
GRAHAM GOOCH WORLD 
CLASS CRICKET V/386 . 













































PREMIER MGR 2 
14.99 


SPORTS MASTER 
13.99 





F15 STRIKE 3 


15.49 13.99 


ELITE PLUS 


286/386 = Minimum machine requirement 
MB = Minimum requirement of RAM 

NDS = No Double Space 

HD = High Density Disks 

DUAL = Both 3.5" and 5.25" disks included in 
the pack 
















GRAND PRIX CIRCUIT E/V/286 
GREAT NAVAL BATTLES V/385/2MB 
GUNSHIP 2000 V/286 .... 
HARRIER JUMP JET V/286 
HEIMDALL H/D V/286 
HIRED GUNS V/286 .. 


ADVENTURE V/256C/386 
INDY CAR RACING H/D Vi 
INNOCENT V/286/1MB.. 
ISHAR 2 - LEGIONS OF 
JACK NICKLAUS GOLF C/E/286. 
JET STRIKE V/386 * 
JINXTER (M/SCROLI 
JURASSIC PARK H/D V/386/2) 
KASPAROV'S GAMBIT V/386 
KGB H/D V/256C/286 ... 
KICK OFF 2 C/E/V/286.. 
KINGMAKER H/D E/V/286 
KINGS QUEST 1 E/V/286... 
KNIGHTS OF THE SKY C/E/V/286_ . 
KRUSTY’S SUPER FUN HOUSE V/286 
LAMBORGHINI E/V/286 « 
LANDS OF LORE V/256C/386/2MB 
proRunis Sai eene OF 
LEGEND, (WORLD OF LEGEND) H/D enon 39 
LEGENDS OF VALOUR V/256C/286. 
LEISURE SUIT LARRY 1 V/286.. 
LEISURE SUIT LARRY 2 V/286» 
LEISURE SUIT LARRY 6 V/386/2MB 
LEMMINGS C/E/V/286 (DUAL) 
LEMMINGS 2 H/D V/286 ...... 
LEMMINGS DATA DISK - OH NO! 
C/E/V/286 (DUAL) ... 
LETHAL WEAPON V/286 . 
LINKS (GOLF) H/D V/386 
LINKS 385 PRO H/D V/256C/SW/386/2MB 
LITIL DIVIL V/256C/386 
LOST VIKINGS V/256C/386 
LOTUS 3 - THE FINAL CHALLENGE H/D 
V/256C/286 
LURE OF THE TEMPTRESS E/V/286 
M & M - DARKSIDE OF XEEN V/286/2MB 
M1 TANK PLATOON E/V/286.. 
MAGICLAND DIZZY CGA/EGAWVGA/286 . 
MAN UTD PREMIER 
LEAGUE CHAMPIONS V/286..... 
MANCHESTER UNITED C/E/V/281 
MARIO ANDRETTI’S RACING CHA! 
MASTERS OF ORION V/386/2MB 











































MIG 29 C/E/V/286 
MIG29 (NEEDS F1 
VI386/1 


ONE STEP BEYOND S/SV/286 
PACIFIC STRIKE V/256C/386/4MB 
PATRICIAN V/256C/386/4MB 
PATRIOT V/386/4MB. ..... 
PERFECT GENERAL 2 V/386 * 
PGA TOUR GOLF C/E/V/286 .. 
PINBALL DREAMS H/D V/386 
PINBALL FANTASIES H/D V/386 « 
PIRATES GOLD V/256C/386 
PITFIGHTER V/286 ... 
POPULOUS & PROMISED LANDSG/ ENV/28 
POPULOUS & ee eu C/EIV/286 
POPULOUS 2 V/286..... 
PREHISTORIK 3 EN ie . 
PREHISTORIK 2 V/386 * 
PREMIER MANAGER 2 vis86 
PREMIER MANAGER H/D V/286 
PRINCE OF PERSIA 2 V/386/2MB 
PRINCE OF PERSIA C/E/V/286 .. 
PRIVATEER HID V/256C/386/4MB/NDS 2.49 
PRIVATEER SPEECH ACCESSORY DISK ii 
V/256C/386/4MB 
PRO TENNIS TOUR 2 E/V/286 
RAILROAD TYCOON DELUXE V/SV/386 
RAILROAD TYCOON E/V/286 





















RED BARON H/D V/256C/286 
RETURN TO ZORK V/386/NDS 
RISE OF THE ROBOTS Vi386/ 
ROBINSONS REQUIEM 
RORKE’S DRIFT E/V/286 . 
RULES OF ENGAGEMEN 
RYDER CUP V/386/2MB 

SAM & MAX HIT THE ROA 
SCRABBLE (US em E/V/286 
SEAL TEAM V/386_. 
SECRET OF MONKEY ISLAND 
HID V/256C/286 oe) 
SECRET OF MONKEY ISLAND 2 V/256C/286... 
SENSIBLE SOCCER V/256C/286 
SETTLERS E/V/286 ...........-.+ 

SEVEN CITIES OF GOLD V/386 
SHADOW CASTER V/256C/386/4MB 

















“PREMIER NGR 1 
13.99 


ZOOL 
10.99 






SENSIBLE SOCCER LEMMINGS 
16.99 14.49 


SHADOW OF THE COMET V/256C/285 
SHADOW SORCERER E/V/286 (DUAL) 
SHADOWLANDS V/286 
SILENT SERVICE 2 E/vi2! 
SILVERBALL HID V/386 
SIM CITY 2000 V/386/4MB » 
SIM CITY DELUXE 
(SIM CITY, FUTURE CITIES & 
TERRAIN EDITOR) E/V/286 
SIM CITY/LEMMINGS C/E/V/286 
SIM FARM V/286/4MB « .... 
SIMON THE SORCERER HID V/256C/386 
SOCCER KID V/386 .. 
SPACE HULK Ape V/386 . 
SPACE LEGEN! 
(WING COMMANDER, MEGAT A VELTER, 
ELITE PLUS) H/D ENV/286 
SPACE QUEST 5 V/256C/: 
SPEAR OF DESTINY (WOLESTEiN 3D) 
V/256C/386 ... 
SPEEDBALL: 2 v/286 
SPORTS MASTERS 
(PGA GOLF, INDY 500, ADVANTAGE 
TENNIS, EUROPEAN 
CHAMPIONSHIP'S 1992) E/V/386..... 
STAR TREK 2 - JUDGEMENT RITES 
V/256C/386 ... 
STAR WARS CHESS V/286 
STARLORD V/386/2MB . 
STONE KEEP V/256C/386/2MB . 
STREETFIGHTER 2 V/256C/286/1MB . 
STRIKE COMMANDER DATA DISK 
V/256C/386/4MB 15.49 
STRIKE COMMANDER SPEECH ACCESSORY 
V/256C/386/4MB ... 14. 
STRIKE COMMANDE! (256C/386/4MB 
STRONGHOLD H/D V/386/2MB . 
STUNT ISLAND NEC REC2ME 
SUB WARS V/386..... 
SUPER VGA HARRIE 
SUPERFROG Vee Cm 
SURBURBAN COM 
SYNDICATE DATA DISK V/256C/386/4iMi 
RYN E: V/256C/386/4MB 
(COIN OP) V/386 . 
K FORCE 1942 V/ 
Teant SUZUKI E/v/286_. 
TERMINATOR RAMPAGE 
TFX V/386/2MB . 
THE BLUE & THE 
THE LEGACY V/256C/386 . 
THE LOST TREASURES OF INFOCOM 1 
(20 CLASSIC INFOCOM TEXT 
VENTURES) C/E/V/286 (DUAL) .... 
THE LOST TREASURES OF INFOCOM 2 
(11 CLASSIC INFOCOM TEXT 
ADVENTURES) C/E/V/286 .. 
TORNADO V/386/1MB ... 
TRIVIAL PURSUIT DELUXE E/v2s6 . 
ULTIMA 6 C/E/V/286.. 
ULTIMA 7 PART 2- 
THE SERPENT ISLE V/256C/386/2MB. 
ULTIMA 7 V/386/2MB 
ULTIMA TRILOGY 2 (ULTIMA 4,5, 6) 
C/E/V/256C/286 .. 27.49 
ULTIMA UNDERWORLD 2 V/256C/386/2MB 26.49 
ULTIMA UNDERWORLD V/255C/386/2MB ...26.49 
UNNECESSARY ROUGHNESS V/386/4MB « 25.99 
WAR IN THE GULF H/D E/V/286 
WARLORDS 2 V/386/2MB . 
WEREWOLF KA-50 V/386/2MB 
WHEN TWO WORLDS WAR V/386 .. 
WING COMMANDER 1 V/286.... 
WING COMMANDER 2 + 
SPEECH ACCESSORY PACK V/386/2MB ...: 
WING COMMANDER 2 DATA DISKS 1+2 
V/386/2MB ..... 
WING COMMA! 
V/256C/386/2MB  .... 
WINTER OLYMPICS 
WWE WRESTLING 2 V/SV/2! 
WWF WRESTLING EGA/VGAV2: 
X-WING DATA DISK (B-WING) Hi 
V/256C/386 
X-WING DAT; 
(IMPERIAL PURSUIT) H/D V/256C/386 
X-WING H/D V/256C/386 
XMAS LEMMINGS. 
ZOOL V/286. . 


EDUCATIONAL 


10 OUT OF 10 - DINOSAURS 
‘ALL AGES, DISCOVER ALL ABOUT 
INOSAURS THE FUN WAY)... 
10 OUT OF 10 - EARLY ESSENTIALS 
(AGES 3-7, CREATES AN IDEAL BOUNDATION 
FOR CHILDREN TO BUILD ON) .... 17.3 
10 OUT OF 10 - ENGLISH 
(AGES 6-15, COVERS MAJOR AREAS 
OF THE NATIONAL CURRICULUM). 
10 OUT OF 10 - FRENCH 
(AGES 8-15, COVERS MAJOR AREAS: 
OF NATIONAL CURRICULUM 
ATTAINMENT TARGETS 384) .... 
10 OUT OF 10 - JUNIOR ESSENTIALS 
(AGES 5-11, BUILDING FOUNDATIONS 
FOR MANY AREAS OF THE 
NATIONAL CURRICULUM)..... 
10 OUT OF 10 - MATHS ALGEBRA 
(AGES 6-15, COVERS MAJOR AREAS 
F NATIONAL CURRICULUM) .... 
10 OUT OF 10 - MATHS NUMBERS 
(AGES 6 TO 16, COVERS MAJOR AREAS 
OF NATIONAL CURRICULUM) ... 
FLYING FINGERS KEYBOARD TU 
(2-6) C/E/286 . 





























































































-17.99 














FUN SCHOOL 4 @ YRS) CGA/EGANGA .. 






WING COMI 1 
11.49 


17.49 


ATAC. 
11.99 


S$ OF MONKEY ISL 1 
13.49 


~ LEMMINGS 2 ANOTHER WORLD 
16.99 11.99 


FUN SCHOOL SPECIAL - ony Ss MATES 
(7-11 YRS) CGA/EGA/VG 
FUN SCHOOL SPECIAL F a” 
EDUCATIONAL ART en YRS) CGAJEGA ...17.49 
MARIO IS MISSING 

EXCELLENT GEOGHAPHY EDUCATIONAL 
GAME FOR ALL AGE GROUPS, ‘ 
MAVIS BEACON 2 TYPING 













29,49 









TUTOR CGA/EGA/VGA .. 26.99 
MICRO ENGLISH 

(8 YRS TO GCSE. ConROnNS t To elias 
CURRICULUM, Sane oA van 99 
MICRO FREN 


(BEGINNER +o. GCSE. CONFORMS TO 

NATIONAL CURRICULUM) CGA/EGA/VGA 17.99 

MICRO MATHS 

(11 YRS TO GCSE. CONFORMS TO 

NATIONAL FL CUEUM) CGAJEGA/VGA 17.99 

MICRO SPANK 

(BEGINNER TO GCSE. Sr eal 

TO NATIONAL CURRICULUM) .. eneve 

NODDY’S PLAYTIME 

EDUCATIONAL PROGRAM FOR 
HILDREN AGED Kei EGAVGR » 

STORYBOOK WEA\ 

(EDUCATIONAL AND CREATIVE 

WRITING TOOL USING PICTURES: 

SOUNDS AND SONGS) .. eeeneereeeares 


UTILITY 


BBC GARDENERS WORLD 3D 

GARDEN DESIGNER 
FUN SCHOOL SPECIAL - PAINT 'N CREATE 

EDUCATIONAL ART (5+ YRS) CGA/EGA ...17.49 

MAVIS BEACON 2 TYPING TUTOR 

CGAIEGAINGA. ...ssssosssstscnsserssereestsnsrenesoee 6.99 

MICROSOFT MONEY ACCOUNTS PACKAGE 

IDEAL FOR SMALL BUSINESS OF: 

HOME USE. WINDOWS REQ'’D, 3749 

MICROSOFT WORKS V.3 DOS 

(A POWERFUL BUSINESS TOOL INCLUDING 

A DATABASE FOR INSTANT REPORTS, 

SPREADSHEETS AND CHARTING (31 CHART 

TYPES), WORD PROCESSOR WITH 120,000 

WORD SPELL CHECKER, A THESAURUS 

WITH OVER 190,000 SYNONYMS AND 

A DRAWING FUNCTION) . 

MS-DOS 6.2 UPGRADE 

RAVE! FOR WINDOWS. 

EXCELLENT VALUE MUSIC AND MIDI 


117.99 


4:21.49 


17.99 








SEQUENCER SOFTWARE PACKAGE. ......49.99 
7TH GUEST VGA 256 COL 
(GRAPHIC HORROR MYSTERY) .........00.0+0 30.99 


ANIMALS, GUIDE TO SAN DIEGO ZOO 

AND LOTS OF DIFFERENT ANIMALGS......... 34,99 

B17 FLYING FORTRESS & 

SILENT SERVICE . 

BATTLECHESS & LORD ‘OF THE RINGS 

BATTLES OF TIME 

(PERFECT GENERAL, BATTLE ISLE, 

FIRST SAMURAI, MEGA LO MANIA) 

BENEATH THE STEEL sec 

BLOODNET ...... ot 

CHALLENGE PACK’ 

EPIC, F29, PUSH OVER, ROBOCOP 3, 
IGHT & MAGIC 2, CONTRAPTIONS, 



















CONSPIRACY .. 
DARKSUN-SHATT! 
DAY OF THE TENTICLE 


DRAGONSPHERE... 
DUNGEON HACK ... 
EN-CORE COLLECTION 
(HEIMDALL, THUNDERHAWK, 
CURSE OF ENCHANTIA) (1 MEG) 
F117A NIGHTHAWK & 
F15 STRIKE EAGLE 2... 
F15 STRIKE EAGLE 3.. 
FABLES & FIENDS - 
LEGEND OF KYRANDIA.........:.csssesesesesseren 
GOLDEN 7 

(LEISURE SUIT LARRY 5, HEART OF CHINA, 
RED BARON, KINGS QUEST 5, GREAT 





31.99 


COURTS 2, SHANGHAI 2, SARGON 5) ...... 33.99 
HIT FOR SIX V1 
F19 STEALTH, TITUS THE FOX, 
RAND PRIX MASTER, SATAN, 
CHICAGO 90, STARGOOSE).....................19.99 


HIT FOR SIX V2 

(F15 2, BLUES BROTHERS, HAMMER BOY, 

HIGHWAY PATROL 2, HOT SHOT, 

EYE OF HORUS) ...... 

HIT FOR SIX V3 

(GUNSHIP, CRAZY CARS 3, 
IEGAPHOENIX, AIRBALL, 





ARCHIPELAGOS, STARRAY) .......:00:000000-19,99 
HIT FOR SIX V4 

(M1 TANK, F14 TOMCAT, BATTLETECH, 

SLOTS & CARDS, SORYILS, PENTYS) ...... 19.99 


HIT FOR SIX V5 
KNIGHTS OF THE SKY, BATTLETECH 2, 
iHOSTBUSTERS 2, MONDU’S FIGHT 
PALACE, TIME BANDIT, FLASHY CARS) 
IRON HELIX .. 
JURASSIC PAR 
KINGS QUEST 5 
KINGS QUEST 6 
LANDS OF LORE 
LAURA BOW 2 ., 
LAWNMOWER MAN 












ALONE INTHE DARK EYE OF BEHOLDER 








ARCHER MACLEANS 





KNIGHTS OF SKY 


13.49 13.49 








LS LARRY 1 
11.99 


LINKS (GOLF) 
12.99 


TOP SPECIAL 
\ OFFER 


LANDS OF LORE 


13.99 17.49 
LEISURE SUIT LARRY 6. 28.99 





LOVERS GUIDE. 
MAD DOG MCC! 
MICROCOSM. 
MICROPROSE 
(MIDWINTER, GUNSHIP, 3D POOL, 
MICROPROSE SOCCER, 
RICK DANGEROUS, SAVAGE) 
PROTOSTAR 
REBEL ASSAI 
RETURN OF ZORK 
RISE OF THE ROBO 
ROCK-N-ROLL DECADE! 
RYDER CUP .... 
SAM & MAX HIT THE ROAD 
SOFTWARE JUKEBOX 
Aes) COMPILATION) 
PACE QUEST4 . 
STAR TREK - 25TH ANNIVERSARY 
STRIKE COMMANDER . 


TEX. oss 

TRIPLE ACTION V1 
F14 TOMCAT, HAMMER BOY, 
LASHY CARS).... 

TRIPLE ACTION V2 

Ee IEUH 2) 2, MEGAPHOENIX, 


TRIPLE FacTiON v3 
Aer THE FOX, GHOSTBUSTERS 2, 


TRIPLE Ne TION v4 

(EEUES BROTHERS, SATAN, MAYA)......4+ 12,49 
RIPLE ACTION V5 

CRAZY CARS 3, BATTLETECH, 

RAND PRIX MASTER) . 
ULTIMA 1-6.. 
WING COMMANDER 2 DELUXE 
(WITH SECRET MISSIONS) .... 
WING COMMANDER 2 WITH SP! 
ULTIMA UNDERWORLD VGA 256 COL . 
WING COMMANDER AND ULTIMAG . 
WINTER OLYMPICS... 


















2.49, 
1.99 
1.99 






















trates IN WONDERLAND . 
INTERNATIONAL TENNIS OPEN . 
Kink, THe ‘FACES re EVIL . 

PALM SPRINGS GOLF 
ean STREET - LETTERS . 
VOvEUR” 


ZELDA, WAND OF GAMELON .. 
ZOMBIE DINOS FROM PLANET ZELTOID ...29.99 


VIDEO CDS 









BRehRshsses 
baoonooooe 
S8SSS3s88ss 











ANDREW LLOYD WEBBER «. 5.99 
BLACK RAIN (RATED 18)¢ . 5.99 
BON JOVI- KEEP THE FAITH 5.99 
BRYAN ADAMS « ..... 5.99 
CARTOON CARNIVAL (RATED U) 8.99 
FATAL ATTRACTION (RATED 12} 5.99 
GHOST (RATED 15) ° .. 5.99 
HUNT FOR RED OCTOBER (RATED 15) 5.99 


NAKED GUN 2 1/2 (RATED 15)¢ ...... 5.99 
RAIDERS OF THE LOST ARK (RATED PG) BE 88 
STAR TREK IV (RATED PG): . 

THECURE® ... 
THE UNTOUCHABLES (RATED PG) +. 
TOP GUN (RATED Halse 
WAYNE’S WORLD (RATED 15) 


























SOUND CARDS 


SOUND BLASTER V.2 SOUND 
BOARD FOR PC WITH INBUILT 
ANALOGUE (15 PIN) JOYSTICK 
PORT, MIDI INTERFACE AND 
CD AUDIO INPUT SOCKETS. 
COMPLETE WITH SOFTWARE BUNDLE 
INCLUDING LEMMINGS, INDY 500, 
ORGAN AND TALKING PARROT. 
1 YEAR WARRANTY, ++-059.99 


QUICKSHOT PC STARTER PACK WITH 
SOUND BLASTER 11 VOICE 
MUSIC/DIGITISED VOICE/MIDI SOUND 
BOARD WITH INBUILT ANALOGUE (15 
PIN) JOYSTICK PORT, QS123 WARRIOR 5 
JOYSTICK AND MATCHING IVORY 
COLOUR SPEAKERS 


GRAVIS ULTRASOUND 16 BIT 
SOUND CARD FOR PC. 
COMPATIBLE WITH ADLIB AND 
SOUNDBLASTER. CD QUALITY 
: SOUND, 3D HOLOGRAPHIC 
SOUND CAPABILITY, FULL MIDI 
SUPPORT, WINDOWS SUPPORT, 
JOYSTICK PORT, 4 SOUND UTILITIES. 
SUITS 386 OR ABOVE .... +-139.99 


SOUND SENSE SOUND BOARD FOR PC. 

COMPATIBLE WITH SOUNDBLASTER V.2 AND ADLIB CARDS. 
COMPLETE WITH HIGH QUALITY SPEAKERS, BUILT IN 

MIDI INTERFACE AND CD AUDIO INPUT SOCKETS. FREE ZOOL, 
AV8B HARRIER ASSAULT AND INDIANA JONES GAMES. 

1 YEAR WARRANTY. .. 


SOUND BLASTER PRO PLUS SOUND BOARD FOR PC, 
INCLUDES CD-ROM INTERFACE, MIDI INTERFACE, DIGITAL 
& ANALOGUE MIXER, AMPLIFIER AND SOFTWARE. ...........-::000+ 


PC HARD DRIVES 
WESTERN DIGITAL VERY HIGH SPEED 3.5” HARD 
DRIVES, 1” HIGH, 12 MS ACCESS TIME GIVING A 
TRANSFER RATE OF APPROX 1.5 MB PER SECOND. 
WITH THREE YEAR WARRANTY. FITTING 
INSTRUCTIONS INCLUDED. 
WESTERN DIGITAL 212 MB HARD DRIVE FOR PC 
(INTERNAL IDE, MODEL AC1210). 128K CACHE 
WESTERN DIGITAL 250 MB HARD DRIVE FOR PC 
(INTERNAL IDE, MODEL AC2250). 32K CACHE . 
WESTERN DIGITAL 340 MB HARD DRIVE FOR PC 
INTERNAL IDE, MODEL AC2340). 128K CACHE . 


CD ROM DRIVES 


These multisession CD ROM drives are compatible with the Kodak Photo 
CDs, CD ROM games and will also play normal audio CDs. They are to 
MPC standards which mean they are compatible with all PC Soundcards. 
CDs can store up to 600 MB of data, making them the ideal media for 
games that have a large memory requirement, CD ROM games can offer 
fabulous graphics, sound and vast gameplay. 


MITSUMI OU00S5S INTERNAL CD ROM DRIVE FOR IBM PC. 
SLOTS INTO SPARE DRIVE BAY OF PC. 

INTERFACE INCLUDED. EXCELLENT VALUE 

FOR MONEY CD ROM DRIVE. 


PANASONIC CR562B INTERNAL CD ROM DRIVE FOR PC. 

HIGH SPEED 320MSEC ACCESS, 300KB/SEC DOUBLE SPEED DATA 
TRANSFER RATE, INTERFACE INCLUDED, CD ROM XA & MULTISESSION 
COMPATIBLE. 5.25” HALF HEIGHT DESIGN. 

AUTOLOADING CD TRAY 


HAND SCANNER 


ZYDEC HANDY SCANNER FOR PC. 

UP TO 400 DPI HIGH QUALITY RESOLUTION. 

64 TRU HALFTONE LEVELS, INCLUDES SCANKIT, 
PC PAINTBRUSH+ AND PRO READER 

OCR SOFTWARE. . ecupubeicreavsn sve 


GAMES CARDS 
QUICKSHOT 163 SMART GAMES CARD FOR PC 386/486 MODELS. 
2X 15 PIN JOYSTICK PORTS, AUTOMATIC CLOCK SPEED 
DETECTION AND SELECTION, HOT KEY PROGRAM FOR 
CLOCK SPEED TUNING, SOFTWARE SELECTABLE. 
QUICKSHOT PC GAMES CARD + 113S JOYSTICK. 
TWIN PORT PC GAMES CARD WITH 113S 
PC ANALOGUE JOYSTICK (15 PIN) .. 


MISCELLANEOUS ~ 
ANTI-SURGE 4 WAY MULTIPLUG EXTENSION LEAD 
FOR ANY ELECTRICAL DEVICE (EG. COMPUTER/CONSOLE/VIDEO). 
PROTECTS YOUR VALUABLE EQUIPMENT AGAINST 
DAMAGING ELECTRICAL SURGES. 
CLEANING KIT FOR COMPUTERS (| 
DUST COVER FOR 80 COLUMN PRINTER (CLEAR PVC) 
DUST COVER FOR MONITOR (CLEAR PVC) .. 
MAINS CABLE - PC BASE UNIT TO MONITOR 
MOUSE HOUSE (HANDY PLACE TO STORE YOUR MOUSE) 
PRINTER LEAD (PARALLEL) 1.5 METRES FOR PC . 
SWITCHER BOX FOR PC, CONNECTS TWO PRINTERS OR TWO 
PERIPHERALS TO PARALLEL PRINTER PORT. 
MANUAL SWITCHER. REQUIRES SWITCHER LEAD 
SWITCHER LEAD (STRAIGHT THROUGH CABLE). 
CONNECTS PC TO SWITCHER BOX. 1.8 METRES PARALLEL 
(MALE TO MALE 25 WAY D CONNECTORS) ...ssscssssssessssssenensnsenanecsensessee 9.99 


SPEAKERS 
QUICKSHOT STEREO SPEAKERS FOR ANY PC SOUND CARD, 
PERSONAL STEREO OR HAND HELD CONSOLE. VOLUME AND BALANCE 
CONTROL, BASS AND TREBLE BOOST, 4W+4W MUSIC POWER, 
BATTERY OR MAINS ADAPTOR POWERED (NOT SUPPLIED). ... 


TAICOM 
486SX/25 
4/130 PC 
COMPATIBLE 
DESKTOP 
SYSTEM. 


25MHZ CLOCK SPEED, 130MB 
| IDE HARD DRIVE, 4MB RAM 
EXPANDABLE TO 32MB, 512K 
SVGA GRAPHICS CARD, HIGH 
DENSITY 3.5" FLOPPY DRIVE, UK 102 KEY KEYBOARD WITH 


WITH MS DOS 6 OPERATING SYSTEM AND WINDOWS 3.1. 12 

MONTHS ON-SITE WARRANTY. AN EXPANDABLE ENTRY LEVEL 

486 SYSTEM COMBINING HIGH SPECIFICATIONS AT A LOW 

PRICE. SUITABLE FOR THE MAJORITY OF PC Ee OBO 
96 


PLUS FREE MEMBERSHIP. 


APPLICATION. 


We only suppl 


System, Game Gear. 


PC JOYSTICKS & MICE 


CH FLIGHT STICK 
JOYSTICK FOR PC 
(ANALOGUE , 15 PIN) 
34.99 


HAWK 

JUNIOR JOYSTICK 

FOR PC. DIGITAL, AUTO 
CENTERING, 

TURBO FIRE 

9.99 


KONIX SPEEDKING 
FOR PC WITH 
AUTOFIRE 
(DIGITAL,15 PIN) 
12.99 


FREEWHEEL 
STEERING WHEEL 
(ANALOGUE 15 PIN) . 
USE IT INSTEAD OF 
A JOYSTICK. SUITS 
MOST DRIVING 
GAMES 

29.99 


GRAVIS JOYSTICK FOR 
PC (ANALOGUE, 15 PIN) 


LOGIC 3 PINTO 
JOYSTICK 
(AUTOFIRE, 15 PIN) 
17.99 


LOGIC 3 QUATRO 
JOYSTICK FOR PC 
(AUTOFIRE & SLOW 
MOTION, 15 PIN) 
17.99 





40MHZ CLOCK SPEED, 4MB RAIA EXPANDABLE TO 32MB, 256K 
CACHE, 1MB VESA LOCAL BUS SVGA GRAPHICS CARD, HIGH 
DENSITY 3.5" FLOPPY DRIVE, UK 102 KEY KEYBOARD WITH 
MOUSE, 14” 0.28 DOT PITCH SVGA COLOUR MONITOR. SUPPLIED MOUSE, 14” 0.28 DOT PITCH SVGA MONITOR. SUPPLIED WITH MS 
DOS 6 OPERATING SYSTEM AND WINDOWS 3.1. 12 MONTHS ON- 
SITE WARRANTY. AN EXTREMELY GOOD MEDIUM TO HIGH END 
LOCAL BUS PC CAPABLE OF RUNNING ALMOST ANY 


PLUS FREE MEMBERSHIP 


PHASE 9 PHANTOM 
2JOYPAD WITH 
AUTOFIRE AND 
SLOW MOTION. 

(DIGITAL, 6 PIN) 


5.99 
QUICKJOY SPEED RAIDER 
JOYSTICK FOR PC 
(AUTOFIRE, 15 PIN) 

13.99 


QUICKJOY 
TOPSTAR 
JOYSTICK 

FOR PC 
(AUTOFIRE, 15 PIN) 
17.99 


QUICKSHOT 123 
WARRIOR & JOYSTICK 
(ANALOGUE, 15 PIN ) 
11.99 


SAITEK 

MEGAGRIP 3 JOYSTICK 
FOR PC (ANALOGUE , 
AUTOFIRE, 15 PIN) 
12.99 


SAITEK MEGASTICK 3 
JOYSTICK FOR PC. 

( DIGITAL , 15 PIN) 
8.99 


SUNCOM 
EXTRA JOYSTICK 
FOR PC 

(ANALOGUE , 15 PIN) 
24.99 


SUNCOM FX2000 
JOYSTICK FOR PC 
(ANALOGUE , 
AUTOFIRE, 15 PIN) 
WITH SWITCHABLE 
FIRE BUTTONS 
24,99 
SUNCOM G FORCE 
YOKE JOYSTICK 
(ANALOGUE , 15 PIN). 
RESPONSIV 
CONTROL STICK 
SUITABLE FOR USE 
WITH DRIVING GAMES 
AND FLIGHT SIMS. 
59.99 


DATALUX MOUSE 
FOR PC (400 DPI, 
CLEAR DESIGN) 
17.49 


LEGEND TRACKBALL 
FOR PC, REPLACES 
STANDARD MOUSE 
FOR ALL MOUSE 
BASED OPERATIONS. 
COMFORTABLE, 
ERGONOMIC FEEL. 
SUITED MAINLY TO 
RIGHT HANDED USERS. 23.99 


TROJAN LIGHT PEN 
(COMPATIBLE WITH 
286 OR ABOVE, NOT 
MICROCHANNEL) 
WORKS WITH MOST 
WINDOWS AND DOS 
APPLICATIONS. 
EXCELLENT FOR 
DESIGN AND 
EDUCATIONAL USE 89.99 


CONSOLE CRAZY 


MEGADRIVE 1 
& SONIC 2 ......... £99.99 


MEGADRIVE 2 
& ALADDIN.........£114.99 


SUPER NES MARIO ALL 
STARS PACK WITH 
SUPER MARIO 1,2 &3 
PLUS LOST LEVELS 
GAMES & ONE JOYPAD 
PLUS FREE SCOPE 6 
LIGHT GUN AND 

6 GAMEG............£114.99 


CALL 0279 600204 FOR 
A FREE CATALOGUE 


10 PACK GOLDSTAR 5.25” DSDD 
DISKS (96 TPI, 720K) .. = 

PACK OF 10 SONY DOUBLE DENSITY 

3.5” DISKS + CASE. WITH LABELS 

AND FREE PLASTIC FLIP TOP DISK BOX ..........000064.-6: 


PACK OF 10 TDK MF-2DD 3.! 
DISKS (DSDD BRANDED)..... 


PACK OF 50 SONY DSDD 3.5" 

DISKS WITH LABELS. 

PACK OF 10 SONY HIGH DENSITY 3.5” DISKS + CASE. 
WITH LABELS AND FREE PLASTIC FLIP TOP DISK BOX .... 7.99 
PACK OF 50 SONY HIGH DENSITY 3,5” DISKS WITH LABELS 
PACK OF 10 TDK MF-2HD 3.5” DISKS (HIGH DENSITY BRANDED) 
DISK BOX 3.5” (120) LOCKABLE, DIVIDERS .......... 
DISK BOX 3.5” PLASTIC FLIP TOP (10 CAPACITY) 


DELUXE DISK BOX 3.5” (80), 
LOCKABLE, DIVIDERS 


9.99 f 
MEDIA LIFE FILE DRAWER 
(100 CAPACITY). 
STACKABLE DESIGN 


3.5” DISK HEAD CLEANER = 4.49 


TARGA 

| 486DX/40 
4/130 PC 
COMPATIBLE 
VESA LOCAL 
BUS DESKTOP 
SYSTEM. 


12.99 


SPIRE 
486DX2/66 
4/250 PC 
COMPATIBLE 
VESA LOCAL 
BUS MINI TOWER 
SYSTEM. 


66MHZ CLOCK SPEED, 256K CACHE, 4MB RAM EXPANDABLE TO 
32MB, 250MB IDE HARD DRIVE, UK 102 KEY KEYBOARD WITH 
MOUSE, 14” 0.28 DOT PITCH LOW RADIATION MONITOR 
COMPLYING TO MPRII STANDARDS. SUPPLIED WITH MS DOS 6.2 
OPERATING SYSTEM, PC CHECK, WINDOWS 3.1 AND COMPLETE 
WORKS FOR WINDOWS (INTEGRATED WORD PROCESSOR, 
DATABASE, SPEADSHEET AND FORM DESIGNER). 12 MONTHS 
ON-SITE WARRANTY. TOP OF THE RANGE 466 SYSTEM AT A MID 
RANGE PRICE WITH VESA LOCAL BUS TECHNOLOGY FOR HIGH 
SPEED. ALSO PENTIUM UPGRADEABLE FOR FUTURE-PROOF 


COMPATIBILITY. 


1279.99 


PLUS FREE MEMBERSHIP. .. 


ROM and Apple Mac. And we se 


1469.99 





official UK products. Official suppliers of all leading brands. We sell games and peripherals all at pmazing prices for Megadrive, Master 
uper NES: Gameboy, NES, Lynx, Amiga, Atari ST, PC, C 


shirts and cuddly toys! 


Specicd Reserwe members can have all this. can YOU? 


~>READ 'NRG' Regular Club Magazine 
CHOOSE from our Huge Selection 
== BUY at Best Possible Prices 
SAVE with our Special Deals 


SAVE more with our XS Coupons 
WIN up to £10,000 worth of prizes FREE 
JOIN now from just £4.00 


We only supply members but you can order as you join 


There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 


As a member of Special Reserve youll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi- 
monthly only to Special Reserve members. NRG contains: 


1. The best selection of games, peripherals and hardware for all 
popular formats. We are official Sege, Nintendo and Sony stockists. 
. Reviews in colour and latest information on new products 

Charts and Release Schedule, to help you choose and plan 
The best prices. Just one purchase could save you your joining fee 
Hundreds of Specia! Offers. Top games at prices you won't believe 
XS Super Savers. Money-off coupons worth over £180 a year 
FREE-to-enter BIG TARGET COMPETITIONS. With currently 

up to £10,000 worth in every issue of NRG, exclusive to members. 


That's why over 200,000 people have joined Special 
Reserve, the biggest games club in the World! 


0279 600204 


Open 10am til 8pm Seven Days a Week. 
Order/Confirmeation/Receipt sent for every order, 
You can also Fax your order to us on: 0279 726842 


We pride ourselves on our after-sales service. (18 customer service lines) 
Inevitab y some games listed may not yet be available. Piaase phone sales on 0279 600204 to 
check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch. We reserve the right to change prices without pricr notification. E .& O.E. 


CLUB SHOPS OPEN 10am til 8pm SEVEN DAYS A WEEK 


Registered Office: Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 
All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 
MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 

TRIAL ANNUAL WITH FREE 
MEMBERSHIP MEMBERSHIP HARD BINDER 


UK MEMBERS 4.00 7.00 14.00 


OVERSEAS EC MEMBERS 6.00 9.00 18.00 
OVERSEAS WORLD MEMBERS = 7.00 22,00 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. 
THERE ARE NO SURCHARGES ON TELEPHONED ORDERS (UK) 
! | (PLEASE PRINT IN BLOCK CAPITALS) 











Postcode 





hone Machine. 





PI 
Enter membership number (if applicable) or 
NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 





item 





item 





item 








item 


ALL PRICES INCLUDE UK POSTAGE & VAT |£ 


heque/P.O./Access/Mastercard/Switch/Visa (Switch Issue No. 








I poxriry date Signature 


— payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM2i 9PH 


Overseas Orders ‘SEH Ara (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 
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FANTASY BOARD-GAMES HAVE ALWAYS BEEN WELL RECEIVED AFTER MAKING 


THE TRANSITION ONTO THE DIGITAL FORMAT, BUT FOR A GAME TO START OUT 


ON A COMPUTER AND COMMAND THE SAME KIND OF RESPECT THAT A 


TRADITIONAL GAME WOULD IS ALMOST UNHEARD OF. 


Archon Ultra | 
| 


>| ARE HOUS 
3 n q oj 


REUVINEMEN 


Dos 5.0 Min, 2Mb RAM, 386, VGA | 


TlLIDDARTS 
SUPPORTS 


~ Soundblaster, Gravis Ultrasound Sound Cards, 
Joystick, Mouse 


MM the lights, don your Garfield 
slippers and pull up your 


1 W Wfavourite comfy chair, because 


it’s story time. Not a story about wizards 
and monsters, but a story steeped in 
history; a history that a lot of people are 
quick to dismiss into the dark, dank 
abyss that is the past. 

A long time ago, way before the PC 
had become the modern day equivalent 


between them they spawned forth a fair 
smattering of games that could truly be 
called classics. 


Sadly, the Commodore 64 has 
recently been put to rest, but fortunately 
some of the entertainment ideas that 
this remarkable machine spawned forth 
have not been forgotten, and have been 
resurrected to give PC players a brief 
glimpse into a past that effectively 
shaped the future. 

One of these was a game called 
Archon — it was a relatively simple 
concept; two opposing sides, one Dark 
and one Light, faced each other across 
a chequered board. Pieces could be 


“ARCHON MANAGED TO TREAD THE FINE LINE THAT SEPARATED THE 
STRATEGISTS AND THE MORE ARCADE-ORIENTATED GAMES PLAYERS AND COME 
UP WITH SOMETHING THAT WAS TOTALLY UNIQUE, AND IMMENSELY 
ADDICTIVE AND CHALLENGING” 


of the bagatelle, the 8 bit computers 
ruled the roost. Two of these machines, 
namely the Sinclair Spectrum and the 
Commodore 64, held the joint top spot 
for more years than any current trend 
PC board could hope to emulate, and 


moved according to their respective 
strengths and weaknesses, and the 
whole thing looked not a little unlike 
chess. 

The one main difference between 
this and a whole host of other similar 





‘board’ games on the 64 was that to win 
a square of the board, you had to 
defeat your opponent in an arcade-type 
shoot-out. Archon managed to tread the 
fine line that separated the strategists 
and the more arcade-orientated games 
players and come up with something 
that was totally unique, and immensely 
addictive and challenging. 

The PC version of Archon has been 
a long time coming. Shelved for nearly 
six months due to some in-house red 
tape, it was beginning to look as though 
this classic game might never see the 


The game has ended... __ 








The Dark side i 
After a bloodthirsty battle the outcome is decided — 
the Dark side has won. The forces of Light must 
regroup and build up their forces once again before 
the evil can be destroyed completely 


Select the human option to play both the strategic 
element and battles yourself. Choose cyborg and the 
hatile will play automatically, leaving you to 
concentrate on the board. The remaining options 
allow you to handicap a skilled player by either 
selecting the hinder option for the veteran or the help 
choice for the novice 


Op eee Z 
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light of day. Thankfully, it has now been 
officially released so that a new 
generation of games players, and PC 
users in particular, can get to grips with 
its unique gameplay elements. 

As befits a game of this ilk, there is 
a story behind it. A cold war is 
constantly being fought between the 
forces of Dark and Light, but the world 
is in balance so neither side gains much 
headway...except for once a century 
when a battle takes place. The victor is 
guaranteed prestige, power, influence 
and bragging rights for the next 100 
years and this battle is what Archon is 
all about. 

The game is played on a 3D, 
isometrically represented board that 
anyone familiar with the multitude of 
chess programs currently available will 
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To win the game, a couple of 
strategies can be employed. In the 
finest traditions of the board-game, 
there is the all-out approach, whereby 
the winner is the last person left on the 
playing board. Attack with a certain 
aplomb and hope that your enemy 
doesn’t have the necessary tactical 
knowledge to stand in your way. 

The other way to ensure victory is to 
occupy all five of the power point 
squares that are laid out on the board. 
These power points are a vital part of 
play. At their base level, they can be 
used as tools to win the game, meaning 
that if your opponent is a dab hand in 
the art of combat, you can minimise the 
amount of actual fighting that you 
undertake and concentrate only on 
gaining these valuable squares on the 
board. 

Another, more important effect the 
power points have on play is in the 
advantage they give the player 


“THE GAME IS PLAYED ON A 3D, ISOMETRICALLY REPRESENTED BOARD THAT 
ANYONE FAMILIAR WITH THE MULTITUDE OF CHESS PROGRAMS CURRENTLY 
AVAILABLE WILL BE AT HOME WITH” 


be at home with. Each side (whether it 
be a computer-controlled opponent or a 
human one) has 18 pieces, all 
possessing different strengths and 
weaknesses. The Light wizard, for 
example, is the most powerful white 
piece on the board, comparable with the 
queen in the game of chess, and has 
the ability to cast a number of spells. 
Dark also has a sorceress, packing a 
similar punch to her male counterpart. 

The rest of the pieces on both sides 
are made up of mythical creatures that 
must all be used as a team to ensure 
victory. Genies, trolls and shapeshifters 
all play a part in the proceedings, and it 
is wise to learn what type of character 
can do what to ensure, not only victory, 
but survival. Try to pit a lesser piece, 
such as the knight (which in Archon is 
effectively reduced to the same social 
standing as a pawn in chess) against 
the black dragon and the ensuing batile 
will be over in seconds — unless you are 
aware of the dragon’s weak spots and 
can exploit them fully. 


occupying them. A piece that stands 
upon a power point will heal faster than 
it normally would, and the point will also 
offer protection from the effects of 
magic; effectively rendering that piece 


















immune to the opposition’s sorceress or 
wizard. 

The more points that are owned by 
the player, the stronger all the other 
pieces will be up to a point. Obviously, 
taking control of three of the points will 
not produce an army that is invincible, 
but it will make your opponent a little 
more wary with regards to launching a 
full-scale onslaught with a view to 
wiping you from the face of the earth. 

The board also boasts some areas 
that aren’t quite what they seem. These 
squares, the mutable squares, alternate 
between being Light and Dark. During 
the normal run of the game, a piece is 
stronger on a square of its home colour 
than it is on a square of an opponent — 
a Light piece attacking a Dark piece on 
a black square will therefore stand less 
chance of winning the battle than if the 
fighting was conducted on home turf. 

The mutable squares follow a 
luminosity cycle, starting off black and 
gradually changing until they reach 
white, and this adds another dimension 
of strategy to the game. It’s all very well 
sitting on a home square and goading 
the opponent to ‘come and have a go’, 
but when there is a chance that the 
square in question could suddenly 
change and become the colour of your 
enemy, you start to think that little 
harder about your next move. 


REE sens. 
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Whenever two 
opposing pieces 
meet they fight, 
rather than you 
automatically 
taking the other 
piece as they 
would in chess. 
The battlefield 
appears and the 
conflicting pieces 
are shown on 
opposite sides of 
the screen. It’s 
then a battle to 
the death, using 
weapons, magic 
and anything 
heavy or sharp 
that’s within 
reach 


Looking very similar 
to Battle Chess, 
Archon Ultra is 
slightly more 
complicated. The 
game can be won 
either by eliminating 
your opponent or by 
capturing all five 
power pads which are 
the squares adorned 
with a red pad 
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PC PLAYER ISSUE FIVE 


> On the surface, Archon appears to be 
just another board-game transported 
over onto a computer, but that would be 
the wrong thing to say. The thing that 
makes this game is the unusual way in 
which you go about actually winning a 
battle and removing a piece from the 
board. 

Consider the way in which this 
happens in the classic games, such as 
chess or draughts — both sides move 
into a position that is conducive to a 
successful attacking strike. The player 
then moves the attacking piece onto the 
occupied square, thus taking the 


opponent’s piece off the board and 
claiming the square for themselves. 
This is all very nice and sedate, but 
a little boring»and it is not the way it 
happens in Archon. In this world, you 
have to fight tooth and nail for every 


screen. Here, the two combatants 
square off and must battle, in real time, 
for the right to remove the looser from 
the board. 

The character is directly controlled 
with the joystick, and depending upon 


“THE THING THAT MAKES THIS GAME IS THE UNUSUAL WAY 
IN WHICH YOU GO ABOUT ACTUALLY WINNING A BATTLE AND 
REMOVING A PIECE FROM THE BOARD” 


piece on the board, and nothing is given 
away by default. When advancing upon 
to another piece’s square, the board 
dissolves and is replaced by the combat 





























Archon Ultra is played 
on a board slightly 
larger than that used 
in chess — each side is 
nine squares long 
instead of eight. 
There are white, black 
and grey squares, 
these affect the result 
of a battle because 
Light characters are 
more powerful on 
white squares, while 
the Dark side are more 
effective fighters on 
black squares 


what abilities they possess they can 
launch fireballs, spears and a whole 
host of other projectiles towards the 
enemy. There is more to combat than 
just keeping your finger on the trigger 
though — each character, depending 
upon what type of attack they are using, 
takes a certain amount of time to 
reload. This means that a troll must wait 
a short while after launching its initial 
attack until it picks up another rock to 
throw, a dragon must wait until its 
energy is sufficient enough for it to 
release another burst of flame and so 
on. 

This overcomes the problems of 
having players just hammer away at the 
fire button and introduces a more 
tactical element into the proceedings. 
The battleground is peppered with 
boulders and other static objects which 
can be used as a barrier if a stray 
fireball comes a little too close for 
comfort, but other than that the 
outcome depends on your abilities as a 
warrior. As a direct result of the battle, 
the square on the board is either won or 








ee ee THE FORCES OF LIGHT - 


WIZARD 

The White wizard is 
the leader of the 
Light side and 
possesses great 
supernatural 
powers. He can move three 
squares on the board but has the 
abilities to teleport almost 
anywhere on the battlefield. He 
can throw a powerful Sun Sphere 
missile which grows in power and 
size while the button is held, then 
fires out when released. 


GENIE 

Part-man part-cloud, 

the Genie can float 

four squares across 

the board each 

move. In combat he 
is nai: but powerful with his 
deadly bolide missiles that can be 
directed around the Screen with 
the joystick. The genie can also 
shrink in size, which increases his 
speed and manoeuvrability while 

’ in his smaller form. 











PHOENIX 
The phoenix is a 
flaming bird of 
great magical 

4), power which can fly 

up to five squares 

each turn. The great bird cannot 
stop in mid-air in a battle and 
must continually move around 
the screen, spitting out powerful 
giant fireballs. The pnoenix can 
also shed its fiery feathers, which 
drift slowly towards its opponent 
and singe when they finally strike 
home. 


UNICORN 

This beautiful white 
stallion is blessed 
with a spiral horn 
iA atop its head, and 

a Sak can gallop up to 
four square across the board. The 
unicorn can fire energy bolts from 
the horn; the number of bolts 
varying on the length of time the 
button is depressed. It can also 
jump over dangerous terrain-like 
swamps or lava. 





GOLEM 

A The rock man is 
=4(9) one of the toughest 
characters on the 
Light side but as a 
, result is fairly slow 
- - he c: can only move three squares 
per turn. The golem can lob 
shards of explosive crystal, which 
scatter daggers or sharp granite 
in multiple Girections. He can also 
temporarily transform into an 
indestructible pillar of rock. 


VALKYRIE 
Although this war- 
maiden from 
Valhalla appears to 
walk across the 
battlefield, she can 
in fact float up to three squares 
every move. She is equipped with 
an enchanted spear which can be 
directed in the same way as the 
Genie’s bolide, and she can also 
cast a lightning bolt spell which 
unleashes energy in three 
directions. 











ARCHER 

The skilled archer is 
a fearless half-elf 
amazon who carries 
a bow which fires 

1 both ordinary and 
magic miselios. She can move up 
to three squares then fire an 
arrow — the normal arrows fly ina 
straight line while the magic 
missiles home-in on the target 
and are slightly more powerful. 


KNIGHT 
The medieval knight 
is part of the genre 
which makes up the 
iA majority of the Light 
: _.. side and although 
he can protect himself with his 
shield, his life expectancy is 
relatively short as he can only 
sustain a single wound. He is 
armed with a sword and can strike 
rapidly at nearby opponents, 
although he is momentarily frozen 
after he swings the sabre. 









lost and the corresponding piece 
removed from the game. 

As well as getting involved in actual 
fights, the two opposing magi can rely 
on magic to do their bidding, making 
things a little easier. Imprisonment, 
teleportation and elemental summoning 
spells are just some of the tricks you 
can pull to make Paul Daniels look 
stupid, with the elementals providing 
you with a sort of ‘remote control’ killing 
machine. 

There are four elementals in total; 


allowing games to be played by parties 
hundreds of miles away. 

The graphics are portrayed in VGA 
and, while looking infinitely better than 
they did in the old days, don’t look that 
hot when compared to the type of things 
that are being done with game graphics 
nowadays. The board is adequately 
presented, with the characters having 
enough definition about them so that 
you can tell a shapeshifter from a 
Valkyrie, but it could have been done 
better. When entering the battlefield, 


“SSI HAS ALWAYS BEEN RENOWNED FOR PRODUCING PLAYABLE STRATEGY 
GAMES, AND ARCHON ULTRA IS NO EXCEPTION. FOR THE STRATEGIST, THE 

GAME IS DEEP ENOUGH TO ALLOW THE INDIVIDUAL TO DEVELOP COMPLEX 

TACTICS WHILE STILL RETAINING AN IMMEDIATE, MORE SIMPLISTIC APPEAL” 


earth, air, water and fire. Each one has 
powers that are considerably greater 
than most of the other pieces on the 
playing board, but they can only be 
called upon once. After that, it’s back to 
slugging it out the old-fashioned way. 
Archon Ultra plays in an almost 
identical way to the old 8 bit versions. It 
was a good game then, and it is a good 
game now. The only evidence of any 
advancement of technology is in the fact 
that the game supports modem play, 


you tend to think that the graphical 
representation here is a backward step, 
but it all works smoothly and portrays 
the action with enough speed so as to 
keep the excitement factor high. 

The gameplay is excellent. SSI has 
always been renowned for producing 
playable strategy games, and Archon 
Ultra is no exception. For the strategist, 
the game is deep enough to allow the 
individual to develop complex tactics 
while still retaining an immediate, more 


ARCHON ULTRA 


9 Each character has 


two types of shot, 
ranging from the 
Valkyrie’s powerful 
lightning bolts to the 


=} knight’s puny sword- 


= slash. Some 


: 4 characters also have 
=| defensive moves like 


<1 dodge and parry 


SPREE ON BEE NN LOT 
‘ce 





simplistic appeal. The idea to have 
pieces battle it out for supremacy on the 
board is another touch that endears this 
game to both lovers of more arcade- 
oriented pursuits and strategy fans. 

For those of you who have grown up 
with the home computer and remember 
the ‘good old days’, this is just what you 
need to set your mind a-wandering and 
reminisce about how things used to be. 
For those of you who wouldn’t know an 
Oric from a Dragon 32, Archon Ultra 
demonstrates that, no matter how a 
product is dressed up and sold, the only 
real test of whether a game is good or 
not is how it stands the test of time. 
Archon Ultra manages to pass that test 


with flying colours. 
SCORE KK AK 
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SORCERESS 

The eternally young 
and ever-beautiful 
sorceress is the 
arch-enemy of the 
Light side’s wizard. 
She, like the wizard, can teleport 
three spaces on the board but 
almost anywhere on the 
battlefield. She can cast the 
Thunderbolt spell which grows in 
strength and size as the button is 
held until it reaches its maximum 
size. 





DRAGON 

This huge fire- 
breathing reptile 
can fly across the 
board, crossing up 
to four spaces at a 
time. Dragon fire is hotter than the 
hottest forge and will kill almost 
anything in a single blast and that 
second breath is always fatal. The 
dragon can also emit a poisonous 
gas cloud which protects it from 
any nearby attackers. 


SHAPESHIFTER 
This doppleganger 
of doom is 
completely 
™ dependent on its 

A opponent. It mirrors 
them exactly, assuming all the 
same skills and abilities as well as 








THE DARK SIDE 


the appearance of their battlefield 
foe. On the board itself, the 
shapeshifter can fly up to five 


squares. 


BASILISK 

The basilisk has the 
body of a snake and 
the limbs of a lizard, 
while its gorgon 

8 eyes can paralyse 
an aio with the briefest of 
glances. The more times the 
opponent is caught by the 
basilisk’s gaze the slower it will 
move until they are finally frozen. 
The basilisk itself is slow-moving, 
slithering up to three squares a 
turn. It can also breath clouds of 
poison gas. 





TROLL 

The troll is strong 
but stupid, tough 
but clumsy. This 

_ , cave-dweller is 
afraid of light and 
will bscome more lethargic on 
lighter board squares, although 
he can attack charging opponents 
by throwing huge boulders across 
the battlefield. He can also stamp 
on the ground which sends a 
tremor across the battlefield, 
throwing any nearby characters to 
the ground. 











| BANSHEE 

The howling 
banshee floats 
eerily across the 

y board, crossing 
three squares each 
turn. The banshee can unleash a 
cursed skull which slowly follows 
her opponents, while her ethereal 
wail tears into any nearby enemy. 


MANTICORE 

The manticore is a 
beast with the body 
of a lion, the face of 
f) a human and the tail 
of a scorpion. It can 
run up to three squares at a time 
and &ttacks with its deadly spiked 
tail, throwing out clusters of 
dangerous daggers. Its ferocious 
roar will also cause any nearby 
enemies to freeze for a few 
seconds. 


GOBLIN 

Like the Light side’s 
knight, the goblin is 
assumed to be 
disposable. Armed 
== With a club, the 
goblin has to get in close before 
he can attack. He can also crouch 
below an opponent’s attack and 
can move up to three spaces 
every turn. 














ELEMENTALS 
Both the wizard and 
sorceress can 
summon an 
elemental during 
the game, creating 
one of four powerful beasts which 
prove deadly in combat. Below 
are earth and fire elementals, but 
also included in the game are air 
and water elementals — all act in 
very much the same way. 


EARTH ELEMENTAL 
The earth elemental 
appears asa 
powerful but 
lumbering creature 
made of rock and 
earth, very much like the golem. 
Since the earth elemental can’t 
leave the ground, the only way to 
harm a flying creature is to use its 
self-destruct attack directly below 
the enemy. 


FIRE ELEMENTAL 
The fire elemental is 
fast and nasty, 
appearing on the 
battlefield as a self- 
sustaining, 
intelligent ball of fire which 
hovers above the ground. It can 
throw out fireballs at will and can 
also choose to self-destruct ina 
massive ball of flames. 





MULTIMEDIA PC GAMES ARE BEGINNING 
TO PROLIFERATE IN THE PC GAMES MARKET. 


IF YOU’VE GOT A SYSTEM POWERFUL ENOUGH, 












may conjure up thoughts of 

superb graphics, tremendous 

stereo sound and vast, CD- 
only multimedia adventure games, but 
to me it suggests a more dampening 
thought; cost. How many people are 
there, that have actually shelled-out the 
2,000 ‘or so quid needed to own one of 
these suped-up PCs? 

There’s no doubt that, as the cost of 
hardware begins to drop, more and 
more people will be able to upgrade 
their system_to something greater in 
stature, butforthe moment at least the 
MPC .useéf-base is still relatively small. 
And»that brings me to the point; how 
many..people actually get to see this 
“kind of ‘software running as it was 
designed to? An elite few, | wager. 

“Despite the size of the target 
audience, this kind of MPC software is 
§ . here for only one reason; to overwhelm 

_ the player with visuals and sounds the 
like of which have never been seen 
before. on a home computer. Well, that’s 
the theorysanyway-/ Cynics would say 
that this kind of CD product is all mouth 




























\ Every object in the game can be analysed by the 
, Biotech Interface. This is useful for those objects 
that appear a little unconventional in design 


and no trousers — I’m not saying for a 
minute that I’m one of them... 

The Journeyman Project is billed as 
“the world’s’ first photo-realistic 
adventure game”, and it probably is if 
you’re the owner of a 24 bit colour card. 
What we have here is a point-and-click, 
first-person adventure game set in an 
atmospheric and futuristic environment. 


WHY NOT TAKE A TRIP THROUGH THE LATEST SOFTWARE PHENOMENON? 










Windows 3.3, 4Mb RAM (8 Meg recommended), 
386 DX 33Mhz Min, SVGA, Double Speed CD-Rom, Mouse 


| Soundblaster, 
Pro Audio Spectrum Compatible Sound Cards 











Unfortunately for you, someone has 
been fiddling with the fabric of time and 
you are sent to sort things out. Troubled 
time spots are singled out by your 
computer so that you are able to travel 
to the respective period in time to find 
out what exactly has gone wrong. Upon 
solving the puzzle you are given more 
clues as to where the culprits have 


“THIS KIND OF MPC SOFTWARE IS HERE FOR ONLY ONE REASON; 
TO OVERWHELM THE PLAYER WITH VISUALS AND SOUNDS THE LIKE OF WHICH 
HAVE NEVER BEEN SEEN BEFORE ON A HOME COMPUTER” 


The story begins in the year 2318 in 
the sky-borne metropolis of Caldoria. 
Time travel has been in operation for a 
number of years and, realising the 
potential for disaster if it gets in the 
hands of the wrong person, the 
government has formed an elite guard 
called the Temporal Protectorate to 
guard history from sabotage. You, 


Agent 5, are a member of the Temporal 
Protectorate and it is your job to guard 
against any embarrassing slips in 
security. 





Before you step into the time machine you must slip 
into a body-hugging protection suit called the 
BioSupport suit 


planted more of their devious time- 
traps. and so the story unfolds. 

As an agent of the Temporal 
Protectorate you come equipped with 
only the latest in combat and search 
equipment — unfortunately for you this 
equipment is grafted cybernetically. A 
Biotech Interface is a monocle-type 
optical unit which covers your agent's 
left eye, and from here the agent can 
receive incoming data and the player 
can view the game world. Basically, 
what the agent sees through this eye is 





The Journeyman Project was originally released for 
the Macintosh CD-ROM where it picked up a number 
of awards 


If you take too long to solve a puzzle or if you make 
the wrong move it could result in death. Mind you, the 
end title screen is extremely pretty and is worthy of a 
look in 





the interface confronted by the games 
player. A neuroprosthetic attachment 
allows the biotech interface to relay 
information to the player regarding 
bodily status and general welfare. An 
artificial intelligence module (a small, 
blue plate to the left of the main display) 
is literally an in-head, mini computer that 
feeds the player with vital information as 
they go about their business. 

An onboard chipset allows specific 
and specialist tasks to be executed by 
the biotech interface (such as auto- 
mapping) and this can be updated as 
you progress through the game. As a 
sort of power-up system, if you like. 

As you move through the game 





hold on, this is a PC and CD-ROM I’m 
using isn’t it? Not some £3,000 
recordable CD system. So what? | can 
start over again, | thought...hold on, it 
took me hours to reach even that part of 
the game because the whole thing is so 
slow! Arghh. 

Originally designed for high-end 
Macintosh systems, it came as no 
surprise to discover that the PC version 
was much slower than the parent Mac 
version. I’m sure that this game looks 
and plays like a peach on an expensive 
Quadra with a 24 bit colour card, but on 
the PC the looks are still there (to those 


“THE GRAPHICS IN THE JOURNEYMAN PROJECT ARE PRETTY MIND-BLOWING - 
THE ATTENTION TO DETAIL HAS GOT TO BE SEEN TO BE BELIEVED, BUT ONCE THE 
WHOLE THING MOVES IT’S TIME TO REST THAT CHIN FIRMLY BACK ON THE 
THAT HAND; TO WAIT A WHILE” 


world, interacting with your environ- 
ment, gathering clues and solving 
puzzles is simply a matter of clicking the 
mouse on the function required. It’s all 
pretty easy really and the smart 
graphics tend to hide the simplistic 
nature of the gameplay. 

| did find a few fundamental flaws 
with The Journeyman Project and its 
interface though; mostly with the speed 
at which the game ran, but also with the 
bugs that often caused it to crash or 
lose saved games. The first time | 
noticed that saved games were being 
lost was when | found out that the save 
interface had been attempting to save 
my games to the D drive by default. But 


af 


You are on the edge of a 350m cliff. Don't eat museli 
on a clifftop — you may slip on it and fall to your 
doom. Don't slip on that museli! 





that can afford them) but the speed just 
isn’t. 

The lag as you wait for a reaction to 
your interactions is extremely frustrating 
— even the simplest of actions (ie 
walking forwards) are greeted by 
delays. Animation sequences result in 
even longer delays and the effect is 
never quite as smooth as you imagined 
it would be. 

| was assured that the game would 
run at a playable speed if graced by a 
powerful-enough system. To test this | 
opted for a 486 DX2 (66 MHz) coupled 
with a 320 Kps CD-ROM drive; easily 
enough to shift the required data | 
thought. | was wrong — it remained 


P 





Biochip upgrades allow the player to realise their full 
potential as and when they are needed. If you are 
offered an upgrade, don't hesitate to plug it in 





This big robot guy 
clunks down the 
passageway and 
passes right before 
your eyes. I’m not 
quite sure how I’m 
supposed to react to 
this, but instinct tells 
me to run like hell 





treacle slow, with a high percentage of 
disk access coming from the hard drive 
of all places! 

Still, the graphics in The 
Journeyman Project are pretty mind- 
blowing — the attention to detail has got 
to be seen to be believed, but once the 
whole thing moves it’s time to rest that 
chin firmly back on the that hand; to wait 
a while. The sound too is wonderfully 
atmospheric; orchestral in feeling but 
synthetic by nature which is perfect fora 
game of this sort. All flow and ambience 
is destroyed however by the breaks 
caused by constant disk access -— It 
seems that, just as the game is 


beginning to gain pace, it shoots itself in 
the foot. 

If there was ever a case of speed 
ruining a potentially stunning game, 
then this is it. SCORE * * 


Fa 


It may take up to three whole years to reach that door co \ 
at the end of the corridor. Press to go forward (wait a “\ &&\\ 
while), press to go forward again (wait a while), etc » 














S6FE Tesseract 
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Dos 3.3 Min, 386, 640k Ram, 1MbEMS RAM, 
se VGA, 5Mb Hard Disk space, Mouse 


SPE 





Soundblaster, AdLib, Roland Sound Cards 


WH as flight simulations provide the 
player with an opportunity to do 
something that they will probably 

never get to do properly (ie fly), there 
are also a number of games available at 
the moment that allow the player 
to become a fully equipped killing 
machine, free from all the usual legal 
entanglements associated with the 
average murder case. Likening these 
games with such a serious social 
problem may be the wrong angle from 
which to approach the subject, so let’s 
try it this way — it’s great fun to run 
around blasting the hell out of the 
opposition, safe in the knowledge that 
you’re not going to get into trouble for it! 
Doom, In Extremis, Terminator 
Rampage, Alone In The Dark 2 and now 
Hired Guns all take the player into new 
dimensions of computer generated gun 
fetishism. 

Hired Guns initially appears as a 
sort of four-player hybrid of Dungeon 
Master, Ultima Underworld 2 and Doom. 
The main play area is divided into four 
separate view screens (one for each 
member of the team), each with a first- 
person 3D view of the playing 





Your first mission — to take out any unauthorised 
organisms found lurking around this abandoned 
depot. Danger ievels are low so this should be a walk 
in the park 


environment. Movement is achieved by 
moving an intelligent cursor over the 
play area, but instead of the usual 
smooth-moving, texture-mapped 3D 
that we’ve become accustomed to over 
the past few months, Hired Guns opts 
for a more rigid and structured style 
of location-hopping. Think Dungeon 
Master, Eye of the Beholder or Captive 
and you will no doubt get the picture. 
These four separate play windows 
represent the views as seen by your 
hired band of mercenaries. Your party 





expertise. Either way, they’ve all got to 
be of at least some use with a gun or it 
wouldn’t be much of a game, would it? 
Imagine what it would be like to be 
lumbered with a team member who 
came from a horticultural background — 
Hired Farmers...nah, it doesn’t quite 
have the same ring to it. 

Anyway, the reason you need these 
guys in the first place is because 
an unknown presence is _ illegally 
bioengineering a large army of 
dangerous organisms on a _ planet 


“IT'S GREAT FUN TO RUN AROUND BLASTING THE HELL OUT OF THE 
OPPOSITION, SAFE IN THE KNOWLEDGE THAT YOU’RE NOT GOING TO 
GET INTO TROUBLE FOR IT!” 


of four must first be chosen from a total 
of 12 available mercenaries, each 
specialising in a certain field of combat. 
Some of these characters work better 
packing serious weaponry, while others 
prefer to fall back on their technological 






A wall drops and my team is suddenly surrounded by 
dozens of Leahdile! These grey monstrosities are a 
relatively new strain of genetically engineered 
creatures, and nasty they are too! 





known as Graveyard. The intentions of 
this sinister presence have not yet been 
ascertained, so the powers that be have 
taken the safest option and ordered its 
complete destruction. The mission 
objective is to terminate the existence 











Finding that elusive exit is vital if you are to 
complete each of the individual missions. It’s going 
to take a while — most of the buildings are riddled 
with mazes 





Mj Characters can be 











of the distribution point (the spaceport) 
and destroy the surrounding alien 
installations. Your preferred method 
of termination is a_ fusion-induced 
thermonuclear explosion, but to prime 
this gigantic bomb your team must first 
locate four fusion power core rings 
hidden within the alien complex. An 
imposed time limit (13 local days and 
four hours) adds urgency to the 
situation — exceed the time limit and 
your ship leaves the planet without you. 

As you move your team over the 
terrain you will undoubtedly encounter 
resistance from the hoards of hideously 
deformed creatures roaming the planet. 
Some creatures are pretty tame, 
requiring just a few bullets to despatch, 
but others are mean muthas that can 
take a full magazine and still find time to 
beat the crap out of you. Choosing the 
right weapon for the right job is pretty 
essential in Hired Guns. Full armament 
specs are detailed in one of the four 
provided manuals, but you can more 
often than not gauge the destructive 


controlled individually or 
they can be instructed to 
follow one another. If 
they are following one 
another it can become 
very confusing in battle 

# and you may even end up 
# shooting one of your 

@ team-mates 





For all the guns, players and 
exploration in the world, a game is no 
good unless it plays well, as we all 
know. Hired Guns works well in places 
— controlling a team of intergalactic 
gunslingers is challenging, but 
unfortunately the minuscule size of the 
individual play areas is off-putting and 
leads to confusion in the heat of battle. 
It may have been a good idea if the 
option to increase the size of the play 
area had been included. Crowding four 
players around one computer for multi- 
player games is an inspired idea, but it 
too is rather limited due to the player 
holding the mouse having an unfair 
advantage. 


“HIRED GUNS WORKS WELL IN PLACES = CONTROLLING A TEAM OF 
INTERGALACTIC GUNSLINGERS IS CHALLENGING, BUT UNFORTUNATELY THE 
MINUSCULE SIZE OF THE INDIVIDUAL PLAY AREAS IS OFF-PUTTING AND LEADS 
TO CONFUSION IN THE HEAT OF BATTLE” 


powers of a particular piece of 
weaponry by looking at the size of the 
thing — the bigger it is, the better the 
blast. 

To hamper your team of 
mercenaries even further, there are a 
number of mildly taxing puzzles to 
overcome. Nothing spectacular (get the 
right key card to unlock the right door, 
sort of thing), but relatively involving 
and enjoyable. A number of training 
missions and pre-set scenarios are also 
available so that players are able to 
acquaint themselves with combat 
procedure. Up to four players can play 
simultaneously (huddled around the 
same computer), with each taking 
control of one character — as you can 
imagine this does make things easier. 





Now pert would a DMA Design game be without a 
lemming?! Fortunately, in Hired Guns you get to blow 
the little buggers to pieces — how satisfying! 





There are a couple of impressive 
intro clips but overall the graphics look 
ragged and unpolished. The digitised 
character illustrations (drawn by Jamie 
Grant) are an exception though, and 
look quite superb. The sound too is 
somewhat lacking — the atmospheric 
drones soon become repetitive and the 
sound card is never really stretched to 
its full capacity. 

Despite these shortcomings, Hired 
Guns is an interesting game with a 
different if somewhat flawed approach 
to the 3D shoot’em-up theme. The 
game’s lastability is questionable and 
the 45 quid price tag is also rather 
steep, considering that Hired Guns 
never really rises above average. 





Guns, guns, guns! If John Woo ever manages to get 
round to making a computer game, we should look 
forward to great things! 


More hours to play 
More characters 
More backgrounds 
More 3-D objects 
More animations 


but you're still. 


LOWE te: DARK 


TM 


HELP!, HELP!, HELP!, HELP!, neve, se, 


If you need to shed some light on 
Alone in the Dark 1 or 2 
CALL 0891 244444 


Calls cost 36p per minute cheap rate, 48p at all other times 
* (maximum cost £3.60). 
Please get permission from the person paying the bill. 
The above information Is correct at time of publication 
(Feb 1994). 


Infogrames Ltd, 14 Smedley St, Clapham, London, SW4 6PF 
Tel: 071-738 8199 








RPGs ‘R‘ US 


All entries ona 
postcard/sealed | 
envelope to 
RPG = FUN 
Competition, 

PC Player, 
16-17 Hollybush | 
Row, 
Ms ord, 

on WH. 


} Lode’ t forget to, 
| complete your 
j entry) ‘correctly — 








| question, ; 
complete the | 
tie- -breaker, list n| 
jyourtive chosen | 
J games and | 
supply your | 


| ndme and 
address. No | 
correspondence 

| shall be entered | 
into and-anyone | 
who phones to 
see if they have | 
| won will be | 
| neutered. The | 
| editor's | 
| decision is 

final. Closing 

| date 1 April, 
1994. 











la U! Gimme an S! Gimme 
an G! Gimme an O! 
“Gimme an L! And gimme 


an | D! ‘What do you get? US Grolsch? 


Oh, forget it.. 
anyway. 

US Gold is rather heavy in the RPG 
department at the moment and there 
are almost hundreds of RPG titles to 
choose from...well, nearly 20 at least, 
so PC Player in conjunction with US 
Gold are offering a selection of role- 
playing game related prizes to the four 
lucky tykes who can answer this 
question correctly: 


. you all know what | mean 


WHAT DOES THE ABBREVIATION ‘SSI‘ 
STAND FOR? 


As a tie breaker |’d like you to complete 
the following sentence in no more than 
34 words: 

“I’M SO DESPERATE TO WIN THIS 
PRIZE THAT | WOULD...” 





One lucky winner will win one copy of 
each of these games: 

Dark Sun (SSI) 

Eye of the Beholder 1, 2 & 3 (SSI) 
Heroes of the Lance (SSi/) 

Spelliammer (SSI!) 

The Summoning (SSI) 

Veil of Darkness (SSI) 

Bane of the Cosmic Forge (Sir-Tech) 
Crusaders of the Dark Savant (Sir- 
Tech) 

Clouds of Xeen (New World) 

Darkside of Xeen (New World) 

World of Xeen (New World) 

Blade of Destiny (Attic) 

PLUS! A "shiny" Wizardry jacket, a 
"puffy-ink" Wizardry T-shirt and a "hot" 
‘Crusaders of the Dark Savant’ T-shirt. 
Now, not only do you get to play 14 of 
the best RPGs around, but you also get 
to wear many layers of clothing. Joy! 





Three runners-up will also receive a 
Dark Sun T-shirt (size; tent), a 


Crusaders of the Dark Savant T-shirt 
and any FIVE of the above listed 
games. al 
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Your home town (in this 

case Venice) is basically a 
graphical options screen. 
The buildings present you 

Sr; With various possibilities 

‘i Ky which range from buying off 

the church, to purchasing 

» *” works of art to keep the 
populace happy 














Merchant Prince 


ol pal' eV lam felity z 


QOP/Mirage 


EMENIS 


Dos 3.3 Min, 1Mb RAM, SVGA, Mouse _ 


Soundblaster, AdLib Sound Cards, Modem 
ee 





1a] mystery posed by the world during 
the Renaissance’ period is 
& & Bsomething which is rarely portrayed 
in a computer game, but QQP’s latest 
offering, Merchant Prince, manages to 
combine the heroism and splendour of 
exploration, with trading and resource 
management elements to produce a 
splendid strategy game. Beginning in 
the year 1300 you are thrust into a 
situation where both survival and 
ultimately world domination are of 
paramount importance. 

At the most basic level, Merchant 
Prince is nothing more than a simple 
trading game with ships in it. Early 
gameplay provides you with little more 
to do than crawl along coastlines in your 
ships mapping out the area while 
buying and selling goods for profit. 
However, once a fortune is developed 
you can move on to the worlds of greed, 
superstition and violence — or to put it 
another way; politics and religion. 

Basic profit is an important element 
here; the game features numerous 
elements which can assist’ the 


culmination of your wealth, for example 


=< = —— 
! The old git’s about to cough it. Now if only all of 
those cardinals thought | was the best thing since 
unleavened bread... 








Buying works of art, or donating huge wads of cash to 
the church are just two of the many methods for 
boosting your popularity among both the senate and 
the church 


transport routes. Land and sea-based 
routes can be set up (each covering 
four different locations on a circular 
route, just like in Railroad Tycoon) 
across land via camel or mule. 
Agreements and treaties with various 


CIVILIZATION IN THE 


FOURTEENTH CENTURY OR 


JUST ANOTHER TRADING 


GAME? 







Trading is simple; buy stuff at bargain-basement 
prices in one city and then flog them at extortionate 
prices to cities in desperate need. Exploitation for 
profit 


On the other hand you can 
approach politicians and slip a few 
florins their way every now and then to 
ensure that they vote for you when any 
mayoral elections take place. All this 
may sound easy, but the game takes 


“CORRUPTION RULES OK IN FOURTEENTH CENTURY POLITICS - BASICALLY IF 
YOU’VE GOT ENOUGH CASH YOU CAN BUY OFF PRETTY MUCH ANYONE” 


cities can also be formed. There comes 
a point however, where money isn’t 
enough. Power is where the real kick 
comes from and this game offers you 
two avenues which can be travelled as 
you pursue dominance — to become the 
head of the church as the Pope, or the 
head of world government as the Doge. 
Moving towards these goals is far from 
easy, but the methods which must be 
employed are where the real fun is to be 
had with this game. 

Corruption rules OK in fourteenth 
century politics — basically if you’ve got 
enough cash you can buy off pretty 
much anyone. Cardinals can easily be 
brought on-side and these guys will go 
around in true Spanish Inquisition-style 
beating up the paupers and taxing 
people for just about anything. 
Indulgences are a popular thing in this 
day and age and people will pay a fair 
amount for the pleasure of being a bit 
naughty and being allowed to get away 
with it. 


the form of a turn-based sequence of 
events which take place in yearly 
chunks — and as we all know, as time 
goes by, people change. Politicians can 
tire of your bribes, people can grow ill, 
die of old age or even...horror of 
horrors... be killed off by rival factions. 

It’s not all cash up front you see; the 
cloak and dagger stuff is just as 
important as anything else and to be 
truthful it’s a legitimate method of 
getting yourself into a position of power. 
The game offers you ample opportunity 
to bump off the opposition (by wiping 
out their supporters) when you visit the 
taverns of your home town and hang 
out with the arsonists, slanderers and 
assassins who frequent these dens of 
iniquity. As you’d expect, these people 
don’t come cheap and_ there’s 
absolutely no guarantee of success, but 
if they work you can find yourself in a 
pretty powerful position. 

As Doge or Pope you're free to 
exploit the explored world for all that it’s 
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worth. As religious leader you can 
excommunicate cities and force them to 
pay more for imported goods or even 
call for a crusade which effectively gives 
you a massive private army to wreak 
havoc with. On the other hand as Doge 
you can control your opponents and 
even manipulate the financial situation 
of the kingdoms. 

As if all of this didn’t provide players 
with enough to sink their teeth into, 
Merchant Prince also includes the novel 
feature of allowing players to link up via 
modem and play over the phone-lines. 
This is ultimately far more satisfying 
than breaking the computer-controlled 
characters because now you have a 
real person to annihilate, and to make 
matters even more fun you can taunt 
them by sending messages across the 
phone-lines. Imagine the satisfaction to 
be gained from sneakily wiping out your 
opponent’s supporters while spreading 
slander throughout the senate about his 
mother, and out-trading the bugger to 
boot! 

To say that | was pleasantly 
surprised by Merchant Prince would be 
an understatement. It’s a_ very 
accessible game with a plethora of 
options, and to top it all off it’s presented 
with some extremely clear and crisp 
SVGA graphics. If you liked Railroad 
Tycoon or Civilization it would be well 
worth you taking a look at this. 


SCORE KKH 





IF 
ONLY ALL 
TREES 
COULD 
DIE THIS 


Particularly troublesome 
adversaries can he 
annihilated with the 
assistance of the local 
mercenary force. Slip the 
tight amount of money their 
way and they'll help you fight 
any war you’d care to take 
them to 








Buying your own Cardinal is 
something which is far more 
important than it first seems. 
Not only can these guys 
ensure your ascension to 
Pope, but they'll also 
provide you with added 
income through taxes and 
indulgence’ sales 








8 19Vd 





DIGITAL 


INTEGRATION 


FORGETS THE 


CONFLICT 


AND DIRECTS 


ITS 


ATTENTION 


TO WAR ON 


THE 


FOOTBALL 


FIELD. 
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PRODUCT 


NFL Pro League Football 


SOFTWARE HOUSE 


Digital Integration 


REQUIREMENTS 


Dos 5.0 Min, 4Mb Ram, 386, VGA, 
9Mb Hard Disk Space 


SUPPORTS 


Soundblaster Sound Card, 
Printer, Modem, Mouse 








7 just like to thank the Americans for 
a few of the things they’ve given 





us. For starters, I’d like to say a 
thank you for cheeseburgers — lunch- 
time wouldn’t be the same without 
them. Secondly there’s Sherilyn Fenn. 
She’s from America so what better 
reason could there be to say thanks?! 
But why on Earth did they have to curse 
us with American football? At first | quite 
enjoyed the game and even managed 
to grasp a few of the rules, but after the 
novelty factor wore off | soon grew tired 
of the damn sport. It doesn’t help when 


Pro League — | 
Football 





Options galore on the game set-up screen. Choose 
between any of the NFL teams, change the weather 
conditions, decide between exhibition or league 
games and toggle injuries on and off 





every American football simulation on 
the PC isn’t particularly good, but Dl’s 
latest really does take the biscuit. 

NFL Pro League Football claims to 
be different from others such as Sierra’s 
Front Page Football and Microprose’s 
virtually identical NFL Club Football, 
because in this game you don’t actually 
have direct control over the players on 
the field. Yep, this is the first American 
football manager game, God help us. 
Whereas other sims are aimed at both 
amateur and seasoned fans, this is 
almost certainly directed at the latter. 





is far simpler — just pick two teams, 
select the weather conditions and kick 
off. The game includes all the teams 
in the National Football League, 
incorporating five years of individual 
player statistics to add ‘realism’. This 
means you can either play the 
Redskins’ 1988 team or the Superbowl 
winning line-up of ‘92. Smart, eh? 

After the coin toss the screen is 
filled with erm, quite appalling graphics © 
— NFL Pro League Football really does 
look bad. It’s only 16-colour VGA so the 
players are tiny, the colours clash and 


“THIS IS THE FIRST AMERICAN FOOTBALL MANAGER GAME, GOD HELP US. 
WHEREAS OTHER SIMS ARE AIMED AT BOTH AMATEUR AND SEASONED FANS, 
THIS IS ALMOST CERTAINLY DIRECTED AT THE LATTER” 


Only a real hard-core addict would be 
interested in page after page of 
numbers, stats and facts, let alone 
printing them out afterwards to provide 
a little bedtime reading. Do people that 
dull really exist?! 

From the main menu the obvious 
choice is to start a game. There are 
both exhibition and league options, but 
only choose to play a league if you have 
a few weeks to kill. The exhibition match 
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Out on the playing field, the Redskins take the ball 
down the right. It’s a superb throw from Mark Rypien, 
but the Steelers read it well and stop the receiver 
before he breaks free 





the two commentators have particularly 
bad skin diseases. But wait, isn’t it the 
gameplay that counts? Maybe the 
presentation was_ sacrificed for 
unsurpassed pigskin action? Yeah, 
right! Whether you're offence or 
defence, control over your team is done 
just by choosing a formation, followed 
by a play. A few seconds later the 
computer takes over, leaving you to 
watch the automated players either 
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The Redskins win the toss and kick off into the 
Steelers’ half. Choose between normal, squib and 
onside kicks before the action changes around to the 
offensive player’s point of view 


This game is packed 
with loads of NFI 
stats, facts and 
figures. All very 
interesting if you’re 
an avid fan, but ja 
otherwise mind- 
numbingly dull 


‘SECOND OUARTER 


You don’t actually have direct control over players on the field, so scoring a touchdown 
is often a bit unpredictable. The Redskins are in possession of the ball with the goal- 
line in sight. Choosing to pass the ball, Rypien throws the ball to his left wide receiver, 
who reads the hall well and waits unmarked in the end zone, catching the ball as it 


floats towards him. Touchdown! After a moment’s celebration the Redskins increase 
their lead with the extra point 
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cock up or successfully complete the 
play. You have no contro! over the 
quarterback or receivers, so there’s very 
little interaction. Just pick your play, wait 


for the team to execute the move then 
select the next line-up, which is not 
particularly interesting I’m sure you'll 
agree. Now remember that each quarter 
lasts for 15 minutes, making a total of at 
least an hour of this tedious process of 
play-picking plus the time added on for 
the constant interruptions during the 
game. 

To be brutally honest, the main 
game section of NFL Pro League 
Football is drab and very uninteresting. | 
don’t care that it features all the ‘real’ 
NFL teams — most games of this type 
do nowadays. However, there are a few 
other sub-sections of the game that 
could contribute towards making the 
game at least mildly interesting. There’s 
the trading facility for instance, which 
allows you to swap and sell players from 
one team to another, plus you can even 
sign up-and-coming players from some 
of America’s best College. football 
teams. Matches can also be played via 
a modem — a neat addition, providing 
you've got one. Oh, don’t forget 
the roster sheets either...there are 
hundreds of ‘em, all filled with 
interesting facts and figures about all 
your favourites players. Zzz... 

Now you may think I’m being unfair, 
but | reckon I’m speaking on behalf of 
99.9% of gamesplayers when | say that 
NFL Pro League Football is just far too 
dull. It is filled with too many stats and 
not enough on-the-ball action. This 
game would be more suited to a strait- 
laced accountant rather than an action- 
hungry Redskins fan. SCORE *« 
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AERIAL WARFARE HAS ADVANCED TO SUCH AN EXTENT THAT A MODERN DAY 


CONFLICT IS WON OR LOST IN THE AIR ABOVE THE GROUND TROOPS. FOR 


TOO LONG, WAR GAMES HAVE CONCENTRATED ON THE TERRESTRIAL ASPECT 


OF FIGHTING, BUT AIRFORCE COMMANDER IS A LITTLE DIFFERENT. 





Airforce Commander 
| Impressions 
£30.99 


Dos 3.0 Min, 640k RAM, 286, VGA 





Soundblaster, AdLib Sound Cards, Mouse 


Gulf conflict that occurred three 

years ago was a turning point in 

i modern warfare. Witness the media 
coverage given to the event, and the 
amazing scenes of bombs being put 
through windows, Patriot missiles 
successfully downing SCUDs and the 
Tornado disabling a large part of the 
lraqi air force. 

This was the conflict that really 
brought to people’s attention the power 
of the modern day military aircraft, 
whether it be in an air-to-air role or, 
more specifically, in a ground attack 
capacity. For the first time, a major 
confrontation was very nearly won 
without there being the need to send in 
large numbers of troops to fight it out on 
the ground. The allies managed to 
achieve total air superiority over the 
enemy and, by continually pounding 







WOU FAILES MISERAGLY 






YOU ARE A OTSGRSCE To your UNTFORH 


AIR SUPREMACY ESTASL ISHED 


Failure is frowned upon especially hard in t 
East, where punishments include court martial, 
dishonourable discharge and having to grow a small, 
black moustache 


their runways and military airports, 
factories and production centres, turned 


the outcome of the war to their 
advantage without a single shot being 
fired from the ground. 

Wargames have for too long 
concentrated on the other aspects of 
fighting and winning a war. There is the 
Great Naval Battles series which, like 
the tithe suggests, simulates the 
command of warships and the part they 
play in a conflict. Then there are the 
games that simulate the ground fighting 
that goes on — these range from modern 
day to Napoleonic times. 

Airforce Commander gets to grips 
with, perhaps, one of the most important 
facets of warfare today; that of the 
command of the skies. If an army can 
win this battle, then it’s a fair bet that the 


the correct dose of historical accuracy 


included in it, then the average 
wargamer would get bored rather 
quickly. 

Luckily, Airforce Commander 


features 28 scenarios which vary 
between real-life recreations of actual 
events (the Persian Gulf conflict, the 
lran/lraq war and the 1973 Yom Kipper 
war) to made-up, but still challenging, 
Middle East confrontations — an area 
which seems, over the years, to have 
been a hot-bed of military activity. All 
the scenarios are graded according to 
difficulty, allowing the player to start off 
with a relatively easy campaign, and 
gradually build up to something with a 
little more meat to it. 

The actual game itself is presented 
in a very user-friendly style, with the 


“AIRFORCE COMMANDER GETS TO GRIPS WITH, PERHAPS, 
ONE OF THE MOST IMPORTANT FACETS OF WARFARE TODAY; 
THAT OF THE COMMAND OF THE SKIES” 


rest of the war effort will certainly have a 
lot of the workload taken off it. 

One of the most important things 
that a wargame must possess is a 
decent set of scenarios. The game 
could be graphically brilliant, could play 
like a dream and have the most 
complete and detailed computer- 


generated war ever, but if that scenario 
was the only one that could be played 
and, more to the point, if it didn’t have 
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Knowing what your enemy is up to is of paramount 
importance when conducting a war, and so the 


amount of radar coverage either side commands can 


be called up at any point during the game 





intention being for it to be easy enough 
to pick up in the first place, but 
challenging enough to allow the player 
to become more accomplished as time 
goes on. Play takes place on one of 
three main screens; the strategic map, 
the radar map and the satellite map. 
Each one gives a different amount of 
information to the player, with the radar 
and satellite modes allowing you to see 
enemy flight paths, installations and 
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The satellite view allows you to close in ona 
particular section of the map and obtain a more 
detailed spec report on the installation under the 
cursor 


















other targets, and the strategic map 
showing air coverage for both sides and 
radar density. By using all three of these 
screens it is possible to build up a 
complete picture of what the enemy is 
doing and work out a strategy from that. 

Launching an air strike at a target is 
very easy. Simply designate the 
appropriate squadron for the mission, 
lock up a target on the radar screen and 
instruct the aircraft to do your bidding. 
The available commands __ include 
ground strikes against soft target and 
armour, air interception and air cover to 


a Bombing missions can 
met be made that much 

(9 ie safer by making use of a 
(EE &) fighter escort. The 
drawhack to this is that 
it uses up valuable 
resources which, 
depending upon the 
state of the war at the 
time, you might not be 
able to spare 


The game contains 28 
missions, ranging from 
(relatively) simple skirmishes 
between two countries, to 
all-out war in the Middle East 


engaging you in war. As the bombing 
becomes more and more regular, and 
the hospitals, sewerage systems and 
other such city amenities gradually 
become worn down, the morale of the 
people will sink lower and there is a 
strong chance that the war could be 
won on the strength of the civilian 
unrest — if the people start to revolt and, 
in due course, become ungovernable 
then a wise commander will break off 
the war and admit defeat. You are trying 
to force this as one way of winning the 

ar, however sheer military might will 


“AIRFORCE COMMANDER IS A GAME THAT SPANS THE CHASM BETWEEN A 
FULLY FLEDGED WARGAME AND SOMETHING SIMPLER, MUCH LIKE EVASIVE 
ACTION DOES FOR FLIGHT SIMULATORS” 


name but a few. Air superiority is going 
to be one of your main goals, but the 
enemy will usually have more than its 
fair share of SAMs_ hiding in 
unsuspecting locations and taking these 
out also becomes important due to the 
fact that, to win this war, you will need 
to pummel the cities of your enemy and 
try to break the people. 

Continually bombing the cities and 
disrupting the day to day life of its 
civilians will, hopefully, force the 
opposing force to rethink its views on 
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A lot of modern aircraft are represented in the game, 
including MiG-29s, Tornadoes and F-16 Falcons. All 
these have differing strengths and weaknesses and 
must be made to work in the best way possible 





also win through in the end, but at what 
price for the victor? 

Airforce Commander is a game that 
spans the chasm between a fully- 
fledged wargame and_ something 
simpler, much like Evasive Action does 
for flight simulators. It is an easy game 
to pick up and, thanks to the icons and 
controls being kept to a relatively small 
number, the complexity of the game is 
kept down. The in-game logic seems to 
work fairly well, although there were 
times when | sent out a couple of 








A war can be won or lost byt the p i pousle who pre econgy 
stayed at home. If they are unhappy at the way things 
are going, they can start to protest strongly at your 
involvement in the war 








Keeping a careful check on what’s 
going on around you requires the use of 
the stats screen. Here, all attacks that I 
have made are marked in green, and the 
enemies are in red. As well as showing 
what went on, there are also details as 
to what was involved and when 
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Tornadoes to intercept a lone UH-1 
Huey and both of my aircraft ended up 
as cannon fodder. The instructions do 


; : be checked up on 
state that the result of any air-to-air ekereoal 
battle has an element of luck thrown in, ___ the relevant icons 
but to lose two Tornadoes against a in the game 


single, limited capability helicopter? 

For those people out there who 
have never delved too deeply into the 
complexities of strategy war games, 
Airforce Commander could well serve 
as a good introduction to the genre; it is 
simple to get into, but does offer a fair 
amount of depth in the gameplay. 
Another nice thing about the game is 
that it concentrates on air warfare, 
making it slightly more accessible to 
those of us who prefer to spend our 
days actually flying F-16 rather than 
commanding them. a in ail, 4 a | alee 
good game. S : @.1 
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It is a good idea to start on the very simple scenarios 
first. It is hard enough trying to maintain control of 
only a couple of airbases each with only a few 
squadrons located at them, let alone a whole coalition 








CHAMPIONSHIP MANAGER ’93 RETURNS - THIS 


TIME FULLY UPDATED WITH ALL THE LATEST 


PLAYER INFORMATION AND A NEW INTERFACE, 


COURTESY OF MICROSOFT WINDOWS. 


MANAGE 
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m Be 8a Be Championship 
i in % MB Manager '93/'94 
aX AY isn't really a 
brand-new game. Championship 
Manager ’93 came out last year for the 
PC and did quite well for itself, then a 
data disk called Championship Manager 
‘94 Season Disk came along, which at 
the touch of a button provided the 
player with a completely updated game 
including all the latest transfers, 
management changes, promotions and 
relegations. Championship Manager 
'93/'94 is a combination of these two 
products and has been translated for 
use with Windows — useful if you can 
see yourself managing your favourite 
team while you should be working... 
Having been disappointed by 
Gremlin’s Premier Manager 2 last issue, 
| was hoping that this football 
management game would dazzle me as 
well as provide something meaty 
enough to get my teeth into. 
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represented and there should be no problem finding 
your way through the numerous sub-menus 





This is the main options screen. Everything is clearly 


Formation and play style is 
relatively simple to alter once 
you’re on this screen. For = 
maximum efficiency, players = 
should be played in their 2 









natural positions — if you are 272 


unfamiliar with the players 2 
then this could be a problem 


ONSHIP 
'93/"94 





Unfortunately, my first impression of 
this game was not good. Although the 
presentation throughout is quite clear 
and well designed (considering the 
amount of information visible at one 
time), Championship Manager looks 
dreadful. The use of colour is off- 
putting, sometimes making text hard to 
read. There isn’t enough contrast and 
the whole thing looks little more than a 
wash of dull, pale colours. 

However, the game certainly makes 
up for its shortcomings by cramming so 
much detail into such a small space! 
There are so many features, nooks and 
crannies to Championship Manager 
93/94 that it simply puts the opposition 
to shame. This attention to detail is 
great if you’re a football fan who takes 
the statistical aspect of the game 
seriously. From the main options 
screen, every facet of a manager's job 














Negotiating transfer fees can be a real pain. | was 
lucky here - Sheridan obviously signed for my team 
because of the prestige! 


Numbers and graphs mean nothing to 
me during matches — | want to see 
players running about, not stale text 
screens. Why do_ PC _ football 
management games always fall into this 
trap? 

| do think that Championship 
Manager beats Premier Manager in 


“THERE ARE SO MANY FEATURES, NOOKS AND CRANNIES TO CHAMPIONSHIP 

MANAGER '93/'94 THAT IT SIMPLY PUTS THE OPPOSITION TO SHAME. THIS 

ATTENTION TO DETAIL IS GREAT IF YOU’RE A FOOTBALL FAN WHO TAKES THE 
STATISTICAL ASPECT OF THE GAME SERIOUSLY” 


can be called upon (from transfers to 
resignations), plus there are enough 
tables, charts and graphs to keep you 
chewing for quite some time. 

Matches are dull. A single screen 
with not a decent graphic in sight relays 
match information in the form of 
text sentences and fluctuating bar 
graphs...Mmm. Football management 
games always neglect to feature a 
decent in-game sequence which allows 
the player to watch his team play. 


hip Manager ‘93/4 








During your matches you are presented with this 
screen. The background graphics are distracting and 
the display is unbearably dull 


terms of depth and ease of use, but the 
clinical presentation of Domark’s effort 
was enough to dent even my 
enthusiasm. | know it shouldn’t make 
any difference — if the game is good, it 
shouldn't really matter what it looks like, 
but it did for me. Championship 
Manager ’93/'94 misses the mark in 
much the same way that Premier 
Manager did, and it’s about time 
someone came along to rectify the 
situation. ‘ kkk 





=| ‘Championship Manager''93/4 fe 





Championship Manager has more tables than a 
Littlewoods restaurant. As you can see here, there’s a 
table for every aspect of the game 
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Action eae has a 1 powerful CHEAT FINDER feature that 
actually scans through the game ‘in its FROZEN STATE and 
finds the locations thaticontrol lives, ammo, objects etc. etc. 
in fact anything within a game that can/be counted! The 
unique CHEAT GENERATOR then gives you a cheatcode 
for that game. Simply/press a key to restart the game and 
you are invincible!! Cheats can be saved to disk omentered 
again atalater date: 

Freeze.your.program.atany_point and save entire contents. 
of memory, including extended memory, fo floppy or 
hardrive. When you reload the program it will resume at 
the point it was frozen._Ideal for saving a game ata 
difficult point or for programs with tedious "password! 
loading systems. 


VURGEN GRABBER 

At the press of the Action Replay freezer button you can 
grab ja standard VGA/screen ftom any program and save it 
out as a standard PCX file suitable for your graphics 
package. 


SLO|MO FUNCT! 


Allows you to Bley < ro) 1 game at your own pace. Select from 
about 10% to full speed. 











Display the entire contents of memory in its frozen state. 
View as HEX or disassembly includes a memory search 
facilily. Quipyt fo printer available. 





Diredtory, format and save a.cohmande are available even 
when the program is frozen. 





VIRUS CHI 





Powerful virus scannet searches for viruses and eee the 4 
— user if detected — a 4 


HOW TO ORDER 
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ue 50 it uses less than 1K of the PCs gwn memory! 























Quest for Glory: 
Shadows of Darkness 








| Dos 5.0 Min, 4Mb Ram, 386, VGA, Mouse, 
151 Mb Hard Disk space 
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LO cers Soundblaster, AdLib, 
‘ Roland MT-32 Sound Cards 





THE QUEST FOR GLORY SERIES HAS 


NOW REACHED THE FOURTH EPISODE. 


YOU’D HAVE THOUGHT SIERRA 


WOULD HAVE LEARNT BY NOW... 





games and a few years later, it 
doesn’t seem like much has 
MWA changed. We’re talking déja vu 
here, like haven’t | seen this somewhere 
before? This is Shadows of Darkness, 
the latest Quest for Glory game and one 
of the many Sierra point-and-click 
games which are saturating the market. 
Now | will admit to seeing the demo for 








because of the MB board-game of the 
same name) are slightly different from 
the usual adventures Sierra churns out, 
in the way they incorporate elements of 
role-playing into their gameplay. It’s not 
just a case of getting Larry laid or 
guiding Roger Wilco through space and 
time, in Shadows of Darkness you can 
actually increase the skills of your 


“THE QUEST FOR GLORY GAMES ARE SLIGHTLY DIFFERENT FROM THE USUAL 
ADVENTURES SIERRA CHURNS OUT, IN THE WAY THEY INCORPORATE ELEMENTS 
OF ROLE-PLAYING INTO THE GAME” 


the game a while back and not being 
particularly impressed by it, but seeing 
very little of a game can often be 
misleading. Therefore as | faced the 
final product, | was hoping it would be 
slightly better... 

The Quest for Glory games (initially 
titled Hero Quest, but this soon changed 


character through experience. Strength 
increases after exercising Jane Fonda- 
style and abilities like climbing are only 
improved by practice. But before any 
skills can be altered, you must first 
choose a hero. 

Little is Known about the quest 
ahead, although battling against 





endless armies of foul creatures is 
almost certain. Therefore maybe it’s 
best to be a warrior — after all, they are 
equipped with huge double-handed 
swords and bulging biceps which is 
enough to scare off most wild animals. 
But brawn without brains isn’t always a 
good idea. What happens if you’re 


wi Se 





is difficult to initiate though, for example 
warriors will find it hard to learn the 
ancient art of spell casting and for this 
reason it costs the full 100 attribute 
points to learn the basics of a new 
ability. Stamina, health, manna and 
honour (a paladin skill) cannot be 
altered directly, but will increase when 


“IF YOU’VE COMPLETED ANY OF THE PREVIOUS ADVENTURES YOU CAN IMPORT 
YOUR CHARACTER INTO SHADOWS, GAINING ALL THE BENEFITS OF AN 
EXPERIENCED CHARACTER. THIS CHARACTER AUTOMATICALLY BECOMES A 
PALADIN, WHICH IS ESSENTIALLY A BONUS CHARACTER WHO HAS SIMILAR 
ABILITIES AS A FIGHTER BUT ALSO HAS THE OPPORTUNITY TO EMBARK ON 
HONOUR-RELATED QUESTS” 


confronted by a puzzle that can’t be 
solved with your sword? How about 
taking the role of a magic user then? 
Beasts can be destroyed with a 
conjured lightning bolt and magic users 
also have the intelligence to solve even 
the trickiest of puzzles. However, magic 
users are not particularly tough, so how 
about a compromise — why not opt for 
the thief who has a balance of strength 
and wisdom, plus he is also skilled in 
the art of stealing and lock picking, 
making him an ideal choice. 

Whoever you choose, the game 
adapts slightly to fit your selection, and 
it’s for this reason that the game is 
playable whichever character you 
choose and whatever skills you decide 
to enhance. Enhance? Yep, you get a 
few skill points to allocate before the 
quest begins, which can be used to 
increase strength, intelligence or any of 
the skills the Character has. A new skill 


ae THAT’S FIGHTING TALK, MISTER 


Shadows of Darkness is different from many 
other point-and-click adventures because it 
contains arcade beat’em-up sections. OK, they 
may be crap, but at least Sierra has tried 





other skills such as strength and 
intelligence are boosted and also as a 
result of experience. 

Previous knowledge of the other 
Quest for Glory games is 
recommended, but far from vital. If 
you've completed any of the previous 
adventures you can import your 
character into Shadows of Darkness, 
therefore gaining all the benefits of an 
experienced character. This character 
automatically becomes a paladin, which 
is essentially a bonus character who 
has similar abilities to a fighter but also 
has the opportunity to embark on 
honour-related quests. As a reward, he 
can learn special magic skills like 
healing and protection. 

With the statistics and abilities finally 
worked out, the quest can begin. 
Shadows of Darkness uses a 
customised version of the Sierra icon 
system to control the character. By now 


something a little different. As a warrior, use 
your sword to slice ’n’ dice anything that 
breathes out of time, but if you’re a wizard 
you'll have to reply with any spells you’ve 


you'll be familiar with the walk, talk, 
look, use and inventory icons, but there 
are a few more that may _ initially 
confuse. A series of special icons can 
be opened from the standard icon 
panel, revealing a selection of actions 
which are often extremely useful — 
choose the run block to escape from 
sticky situations, the sneak option 
allows the hero to move quietly, 
providing the hero is_ skilled in 
acrobatics he can jump, and_ all 
character types must rest to restore 
stamina and even health. A character 
sheet can be viewed at any time, 
detailing any skills that have recently 
improved. The hourglass icon tells you 
the time in Mordavia which is very 
important, because if you get caught 
outside at night, the consequences can 
be nasty. > 


At first it seems the only way out is through one of the four doors around the 





The Quest for 
Glory series of 
games are unique 
in the way they 
combine point- 
and-click 
adventuring with 
elements of rale- 
playing. Before 
the quest begins, 
choose between a 
fighter, magic 
user or thief, each 
of which has their 
own skills and 
abilities. Once the 
character type is 
chosen, improve 
individual 
statistics using 
the 100 
experience points 
you're awarded 





cave. After trying to prise open the stone doors, you realise you can’t escape 
this way. Instead just walk out of the screen at the bottom. Doh! 


learnt. Try the fireball or the Zap! spell for size. 
Alternatively, you could of course just switch 
over to automatic and let the computer handle 
the battle for you. 
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Chat with the 
townsfolk to find 
out what’s going 
on around 
Mordavia and to 
glean little bits of 
information and 
gossip about the 
people you'll meet 
on your journey. 
They can also sell 
food and 
equipment which 
you'll need later 
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a 
KATRINA GATE KEE 
Cute Katrina cannot be 
trusted. When she greets you 
outside the caves she appears 
friendly enough, but I reckon 
it’s all show. Just call me 
suspicious (or paranoid). 
You'll see more of her later on 


> There is also a separate icon panel 
for magic users. In the magic window, 
the eye icon lets you look at all the 
spells in the inventory, while the hand 
option will cast the highlighted spell. 
There are a total of 21 spells in all, 
ranging from the puny to the powerful. 
Offensive spells like the flame dart, 
Zap!, lightning ball and dazzle are used 
to disable an enemy in combat, while 
defensive potions such as calm, hide, 
protection and reversal all make your 
life last that bit longer. 





Some of the puzzles in Shadows of Darkness 
are really easy — here are just a few of them. 
Like the kid’s game, Simon, copy the order in 
which the bells ring to open the door to the 








The keeper of the gate blocks 
the entrance to the castle. He 
has long since left his wife 
who lives in the nearby town 
and has spent his remaining 
days protecting the pathway 
along with two Nectrotaurs 





SHERIFF 

At first the sheriff is wary of 
your presence — no one in 
Mordavia likes strangers, 
especially those who call 
themselves heroes. Earn his 
trust though and he’ll 
continually give his support 


The remaining general spells have a 
variety of results, but they are all fairly 
useful. Levitate, detect magic and open 
are all self-explanatory, but the others 
are a bit more complicated. Fetch 
allows the user to grab a small object 
that is some distance away or that is the 
other side of a chasm, trigger is used to 
set off magical traps to avoid sustaining 
damage, while juggling lights will create 
a light display which will illuminate the 
darkest of rooms for a few seconds. 





VILLAGERS 
Like the sheriff, all of the 
townsfolk look at you ina 
funny way, but you are a 
stranger so what else do you 
expect? You also carry a very 
large sword which doesn’t 
really help you make friends 








IGOR 

Igor is one of the few people 
you’!! meet who is actually 
friendly from the outset. He is 
the local gravedigger and if 
you help him out when he’s in 
trouble, the rewards will be 
very beneficial to you 


the skill of any opponents the hero may 
encounter during combat. Stick it onto 
the easiest mode and the battle will be 
entirely worked out for you, comparing 
the skills of the two opponents and 
working out a result. Choose to fight the 
battle manually and it’s time to switch 
over to the keyboard, which is arguably 
the easiest control method. Time your 
attacks carefully and always attempt to 
dodge any magic spell or blow the 
enemy unleashes. Sword in hand, 


“THE (COMBAT) GAME IS BASICALLY A BEAT’EM-UP AND PAST EXPERIENCES OF 
THIS SORT OF GAME ON THE PC HAVEN’T BEEN PLEASANT, WHICH IS ALSO THE 
CASE HERE. THE CHARACTER SPRITES ARE BOTH JERKY AND UNCONVINCING, 
AND WHILE THERE IS A VARIETY OF MOVES AND SPELLS TO CAST, IT’S NOT 
ENOUGH TO BALANCE OUT THE APPALLING GAMEPLAY” 


Summon staff is especially useful for 
magicians who use staffs, and glide 
allows the caster to cross safely over 
liquids such boiling lava or water. 
Enough of the spells, what about the 
swordplay? Well yes, if you want it there 
is lots of fighting, and if you don’t, let the 
computer handle the combat. Along with 
detail, music and speed levels, there is 
also a difficulty setting which changes 


professor’s lab. To get the key to the statue in 
the crypt, spell out the name Borgov using the 
coloured bars on the left, using blue for B and 
so on. The sliding block puzzle is fairly simple, 


either strike to its head, waist or legs, 
but wait until you get in close. If your 
hero has learned magic, stay back and 
throw everything at the enemy — 
fireballs, lightning bolts, the lot. You’re 
limited by mana when using magic, but 
then again stamina limits any attacks in 
hand-to-hand combat. Keep an eye on 
the energy bar and if it drops too low, 
don’t be afraid to run away! 


PUZZLE CORNER nnn 


as all you have to do is match up the picture of 
the keyhole to unlock the door. The book 


puzzle you'll encounter in the castle library is 
equally easy — just spell out ‘exit’ to leave. 


eh 





TOBY TANYA 
God knows what Toby is, but 
he’s very big and extremely 
strong. You'll find him inside 
the castle, keeping a watchful 
eye over his friend Tanya. 
Approach Tanya and he’! slam 
the door in your face 


If this has really whetted your 
appetite for combat, don’t get too 
excited just yet, because although these 
combat sections are unique to a point- 
and-click adventure, they’re not really 
that good. The first reason for this is that 
the hero is difficult to control. The game 
is basically a beat’em-up and past 
experiences of this sort of game on the 
PC haven’t been pleasant, which is also 
the case here. The character sprites are 
both jerky and unconvincing, and 
despite there being a variety of moves 
and spells to cast, they are not enough 





If you’ve spoken to the 
innkeeper and his wife you'll 
know that they had a daughter 
called Tanya who mysteriously 
disappeared. Could this be 
her? Don’t get too close as 
Toby will flick you aside 





RUSALKA 

Yes, | know it’s tempting, but 

you really shouldn't indulge in 
a little carnal pleasure. Why? 

Because she’ll drag you under 
the water. If you do decide to 

dive in though, don’t forget to 
use protection — like a snorkel 


the risk of sounding tedious, I’ll say 
again that an intelligent icon system 
would make this so much easier. Why 
on earth does Sierra insist on keeping 
the same control method which is 
criticised every time a new game is 
released? | don’t mean to sound too 
harsh, but although the control system 
is bearable | think a lot more could have 
been done to improve the situation. 
Check out Day of the Tentacle (or any 
other LucasArts adventure), which has 
a simple but highly effective point-and- 
click system which virtually plays the 


“ONE THING | HAVE GOT TO SAY IN FAVOUR OF THE GAME IS THE INCLUSION 
OF ROLE-PLAYING, WHICH IS NOT SEEN VERY OFTEN IN AN ADVENTURE. 
WHILE HARDENED ADVENTURES MAY FIND IT A CONTINUOUS HASSLE TO REST, 
EAT AND SLEEP, | THOUGHT IT ADDED TO THE CHALLENGE = AFTER ALL, 

I'D LIKE TO SEE ANY NORMAL HERO COMPLETE A TWO-WEEK QUEST WITHOUT 
EVEN A LITTLE SHUT-EYE!” 


to balance out the appalling gameplay. 
After trying in vain to beat my opponent 
to a pulp, | switched the difficulty level 
onto easy and sat back to watch the 
computer do exactly what I’d wanted to 
do manually. However the combat 
sections are only a small part of the 
game, so let’s evaluate the adventure 
and puzzle elements of Shadows of 
Darkness. 

The puzzles you'll encounter are just 
like those seen in any other Sierra game 
and almost every other adventure for 
that matter, simply involving finding an 
object and learning how to use it. It took 
me quite a while to learn the awkward 
icon system, constantly clicking on the 
right button to toggle through the 
icons...and that was the easy bit! To 
rest, use magic or perform a special 
action is a nightmare, as the player has 
to click through various icons before the 
bloody hero will actually do anything. At 


game for you, while still presenting a 
challenge. 

Anyway, let’s not forget the puzzles 
which I’m happy to say are quite good. 
They vary in difficulty depending on 
which mode the game is in (there are 
two — arcade and strategy), and also in 
style. Some are simple, solved just by 
copying a tune the computer taps out 
on some coloured bells, a bit like the 
kid’s game Simon. There's also quite an 
easy sliding block puzzle to solve (I 
managed to beat it and I’m awful at 
them, so it must be easy), plus many 
others. While they add little to the 
game, they do successfully break up 
the monotony of running around looking 
for little bits of scenery that are more 
prominent than the rest. 

One thing | have got to say in favour 
of the game is the inclusion of role- 
playing, which is not seen very often 
in an adventure. While hardened 





ORC GUARD 
They may have only one brain 
cell but they’re tough, strong 
and carry heavy axes with 
razor-sharp blades. Listen to 
what they have to say but 
don’t get too close — if you’re 
a thief you could sneak past 


QUEST FOR GLORY: SHADOWS OF DARKNESS 


LESHY 

The Leshy is a creature that 
talks in riddles. Solve his 
ridiculous puzzles and he'll 
help you with your quest. The 
first puzzle is to save a tree 
from the goo. The tree is a 
Bonsai, found by the cave 


adventurers may find it a continuous 
hassle to rest, eat and sleep, | thought it 
added to the challenge — after all, I’d 
like to see any normal hero complete a 
two-week quest without even a little 
shut-eye! He'd have probably lost a few 
pounds also, as will you: if you fork out 
forty-odd quid for this game. 

While Shadows of Darkness is not a 
bad game, it’s not particularly good 
either. If you’re looking for a smart 
adventure game then you really are 
spoilt for choice, with the LucasArts 
titles being the cream of the crop, 
combining humour with challenging 
gameplay. Some may relish the role- 
playing element that Shadows of 
Darkness has to offer, but | would have 
preferred something that was more 
enjoyable to play, something that 


actually kept my attention, which this 
unfortunately didn’t. 


SCORE Kx * 











Although Mordavia 
is more dangerous 
at night, some 
things can only be 
done undercover 
of darkness. 
During the day, 
Igor won't let you 
into the 
monastery, 
claiming it’s too 
dangerous to 

enter (even fora 
hero). Come back 
later though and 
Igor has 
disappeared, 
allowing you to 
enter quietly and 
discreetly 
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PC PLAYER ISSUE FIVE 


FUN, This monster takes a 
direct hit froma 

shotgun shell. It’s a 

good job that it’s on the 

VIOLENCE, other side of that wall 
or | probably wouldn’t 
be here right now 


BLOOD AND 
GUNS... 
JUST A FEW 


WORDS THAT 


SE I9Vd 


SPRING TO 
MIND WHILE 
PLAYING ID 
SOFTWARE’S 
GREATEST 
BLAST TO 


DATE. 


These two jokers are 
the guardians you will 
meet at the end of 
episode one. As you 


of opponents, © 

throwing luminous © 

fireballs in all © 
directions 


; =i : beers is E a BeAL : = pe ‘ ; 
Blast off a couple of shells and your man will reload the shotgun swiftly. Both Blast a soldier with the shotgun and it will fly backwards in a sea of blood. Shoot 
graphically and sonically the sequence is incredibly authentic and atmospheric them on a staircase and they will roll down to the bottom! 
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Dos 5.0 Min, AMID R Ram, 386 (486 recommended), — 
VGA, 12Mb Hard Drive S12 


Soundblaster Pro Sound Card, | 














IPX Pratocol Network (for multi-player games) 





QVhEE BD 


e cares how you came to 
we LP i J be trapped inside this 
we is | r ’ huge fortress? Do the 
trivialities “of consequence need 
explaining? No, not really. Personally | 
don’t care what the story is behind this 
game -— it’s the gameplay that counts, 
and Doom just strolled straight to the 
top of the gameplay charts. 

Created by the team behind the 
original Wolfenstein 3D (Id Software), 
Doom is an all-blasting, all-action romp 
through one of three monster-filled 
scenarios. But hold on, | hear you say, 
what is PC Player thinking of, reviewing 
a shoot’em-up? Doom is no ordinary 
shoot’em-up, this is a shoot’em-up with 
balls — not only do you need a good eye 
and quick reflexes, but a pretty strong 
constitution may also come in extremely 
handy! 

If you have played Wolfenstein, 
Shadowcaster or any of the Ultima 
Underworld games, then you will no 
doubt recognise the graphical style of 
Doom. Your location is represented as a 
fully texture-mapped, 3D environment 
with full — light-sourcing/diminishing 
and fully animated enemies. The 








Be 


environment is extremely well designed 
too — none of those box-shaped rooms 
here; most are intricately designed, 
covering huge areas. Features such as 



























This dramatic scene 
is taken from the third 
episode in the series, 
Inferno. The first 
episode is called 
Knee Deep In The 
Dead and the second 
episode is called The 
Shores Of Hell. Each 
episode has around 
nine separate massive 
levels to beat 


The view can he expanded te full screen. On a fast PC it has got to be seen to be 
believed, but on slower machines it may be better to stick with the smaller window 





spiral staircases, sliding doors, raised 
platforms, drawbridges and variable- 
height ceilings and floors all add to the 
stunning architecture of the graphics. 
The texture mapping is equally as good 
as the locations they are mapped onto. 
Think rust, think technology gone 
haywire, think blood and you should 
conjure up a good picture of what the 
game aciually looks like (looking at the 
screen shots scattered around this page 
will help too!). 

Looks aren’t everything, and indeed 
it wasn’t the graphics that won Doom 
over for us, it was the gameplay. With 
up to seven weapons out there just 
waiting to be fired off, the player must 
negotiate a series of massive levels, 
searching for the exit while at the same 
time trying to stay alive. Control of your 


decoration! Doom makes no qualms 
about the violence and, as far as | 
know, is available for adults only. 

The aim of the game is to escape 
from the complex, locate the guardians 
lurking at the end of each stage and 
destroy the evil forces. There are five 
difficulty levels ranging from ‘I’m too 
young to die’ through to ‘Ultra-violence’, 
but all these difficulty levels actually do 
is increase the amount of monsters you 
have to take on. Numerous lifts, 
switches and teleports open locked 
doors and fling you to far-off locations, 
which are usually inhabited by 
numerous vicious creatures. There are 
a multitude of species of beast prowling 
the levels, some armed with weapons 
and others able to tear you apart with 
huge teeth and claws. Soldiers patrol 


“RUNNING THROUGH NARROW CORRIDORS IS INTENSELY CLAUSTROPHOBIC, 
BUT BLOWING THE ENEMY AWAY WITH A HUGE SHOTGUN IS SOO0O0 
SATISFYING IT HURTS!” 


character is via the cursor keys, with 
Cirl used as the fire button. Holding Alt 
down while moving left and right 
enables the player to ‘crab’ left and 
right, which in turn allows them to strafe 
the enemy. Pistols, shotguns, chain- 
guns and even chain-saws can be used 
to carve up the enemy and spill their 
blood. Doom is an extremely gory 
game, with creatures flying backwards 
when blasted with a shotgun and some 
levels even have severed human limbs 
dangling from the ceiling by chains as 


the corridors but they are easy to pick 
off at a distance, however watch out for 
the brown, spiked monsters that throw 
fireballs at you — they can hammer you 
to the ground in seconds. Needless to 
say, these creatures did nothing for my 
nerves! Running through narrow 
corridors is intensely claustrophobic, but 
blowing the enemy away with a huge 
shotgun is soooo satisfying it hurts! 
Sure, Doom is pure violence all the 
way, but it doesn’t pretend to be 


anything else. > 





Bloodied bodies are a common sight in Doom. If blood, gore and violence offends you, 
lrecommend you steer well clear of Doom. Try Coktel Vision’s Lost in Time instead... 




















Doom (t 
fact that it 
‘otiginated as a 
‘Shareware | 
‘productisone | 
factor), then you 
‘should call 
“Arcane i| 
‘Distribution Ltd | 
| direct on 0695 
$1999, or fax it 
on 0695 51666. 
‘Alternatively, 
| its address is: 
PeelHouse, 
PeelRoad, 
Pimbo,,. 
Skelmersdale, 
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That blocky red 
stuff at the bottom 
of the play area is 
my blood. That 
thing in front of 
me is giving me a 
hard time. Die, 
sucker!!! 







» The real raison d’étre behind Doom is 
that if you’ve got a number of PCs 
networked together, up to four players 
can simultaneously play the same 
game. Networked players can choose 
to play the game either as a team (co- 
operative) or as individuals out to hunt 
down their rivals (death match). Players 
can even send messages to each other 
using a chat mode. Play Doom with four 
players linked up and you will never 
want to put it down — queues to play the 
game began to form in the office and 
this game has also been responsible for 
a great deal of lost work time! Multi- 
player games are incredible, there’s no 
doubt about it. Slowly edging your way 
through the cavernous levels is tense, 
especially if there are three other 
human players out there looking for you 
too. 

To tell you the truth, I’ve enjoyed 
playing Doom so much that | can’t 
praise it enough without swearing. It’s 
one of those games that knocks you for 





ends as | drop to the floor. These horned 
monsters scare the hell out of me — they charge towards 
you at speed and shred you if they get near enough. The 
chain-saw works best against these critters 


six, drawing you in at the same time. | 
can categorically say that Doom is 
without doubt the most atmospheric 
game | have ever played. The light 
sourcing is incredible — the way you 
walk into a dark room, fire a shot and 
the whole room flashes with light is 
superb, as are the many strobes that 
flash on and off throughout the levels — 
Alien, eat your heart out! The sound 
effects are just as effective, with grunts 
and growls indicating the presence of a 
nearby monster which can be very 
worrying at the best of times! Other 


Networked together, Doom is 
second to none. It’s even more 
exciting than a head-to-head 
dogfight in an F-16. Sorry 
flight sim fans, but it’s true 


experience. Also, before anyone out 
there climbs onto their high horse and 
starts preaching the evils of violent 
computer games, | would like to say 
that Doom is a good example of 
violence used as a release — sure, it 
brings out the aggressive and 
bloodthirsty side of the player, but after 
the game has finished you sure as hell 
feel great! 

The multi-player link-up option may 
be out of reach for those without a 
suitable network system, but take heart 
because Arcane is planning to release 


“DOOM IS WITHOUT DOUBT THE MOST ATMOSPHERIC GAME | HAVE EVER 
PLAYED. THE LIGHT SOURCING IS INCREDIBLE - THE WAY YOU WALK INTO A 
DARK ROOM, FIRE A SHOT AND THE WHOLE ROOM FLASHES WITH LIGHT IS 

SUPERB, AS ARE THE MANY STROBES THAT FLASH ON AND OFF THROUGHOUT 
THE LEVELS - ALIEN, EAT YOUR HEART OUT!” 


sound effects throughout the game are 
of similar quality. Fireballs zoom past, 
increasing in both pitch and volume as 
they near you, lifts and doors open with 
a Star Trek-esque ‘swish’, and every 
scream and groan within the game 
sends a chill down the spine. 

The fact that Doom is absolutely 
dripping with atmosphere makes for 
an extremely frightening gaming 





You edge down a corridor. Lights flash on and off and 
the walls growl — there’s something in here but you 
don’t know where it is. Your heartbeat speeds up as 
you move with stealth from corner to corner 


a patch disk allowing play through a null 
modem. The company also plans the 
release of a data disk containing further 
levels and episodes, plus a few new 
weapons strewn here and there. | for 
one can hardly wait. 

Without a doubt, Doom is the best 
game | have played on the PC in a long 
time. Six out of five. 








Aha, I’ve found the exit! A box of ammo, a medi-pack 
and a couple of energy bottles (the blue things) pick 
me up a little. In the heat of a battle your ammo can 
deplete very rapidly 











FLY COMBAT MISSIONS WITH GEN. CHUCK YEAGER IN SIX DIFFERENT 


*| Push yourself to the limit... 


*50 historic missions from 3 eras 

*Create custom missions and flight aircraft of different eras 
: : *6 elite fighters to pilot 

- ( — *18 enemy aircraft 

*Amateur to expert skill levels 


"The graphics are superb... 

One of the best flight sims I have ever played". 

PC LEISURE - 5 STARS 

"Exquisite - it's got the right stuff... very nice indeed". 


ACE - TRAILBLAZER 900 [Joe] 


© 1991 ELECTRONIC ARTS. 
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You're.a starfighter pilot, the best of the best, 

but nothing in your training prepared you for action this hot. 

* See the action from all angles using Wing Commander's player-controlled 
camera. 

* Count on your wingman, a skilled pilot, thanks to the advanced Wing 
Commander artificial intelligence system, but don't get cocky: the enemy 


flies intelligently too! 


| | e 
‘You ain't seen nothing better... 
super atmosphere...it'll blow your mind", 


RAZE - 93% 


"One of the finest games of all-time". 


AMIGA ACTION 


© 1990 Origin Systems Inc. 





Sequel 

to the award- 
winning fantasy role- 
playing game from 
Mindcraft. 
At the other end of the world, far across 
fhe sea of Oshmar, lies the dire 
continent of Gurtex, where the Children 
of Light are preparing a campaign 
against the growing Forces of Darkness. 
But the vile Leaders of Darkness have 
trapped the lost guardians of the Magic 
Candle in evil candles of their own. 
* Assign tasks to your companions while you and the 
rest of your party continue on the adventure. 
* Intelligent conversation with non-player characters 


who have independent personalities. 
* Automatic mapping and note-taking. 


CEL Ep 


lt's the 
Greatest Race 
Course in the World. 
That's why half a_ million 
spectators are here. That's why 
the world's best drivers are here. 
That's why you're here. 
The Experience - At 220+ miles 
per hour, your car is more aircraft 
than automobile. Keep all your 
rubber on the frack for a 25 mile 
sprint or the full 500. The Race - 
Indy - the most demanding 
competition in mofor sports. 






















Journey 
once again to 
Britannia, land of magic and adventure. 
Uncover the mystery of the Gargoyles in this 
exciting sixth episode of the award-winning 
ULTIMA saga. 
Experience Cinematic Storytelling at ifs 
best, with a classically written ULTIMA saga 
of fantasy and myth, illustrated by leading 
graphic artists and animators. 
Step into a fully interactive world where 
everything has a purpose - bells ring, clocks 
fell the time, cannons fire; IF YOU CAN 
TOUCH IT, YOU CAN USE IT! 
* Stunning full colour graphics and vivid 
animations. 
* Captivating original music scores. 
* Immediately begin playing and enjoying. 
* Longferm play value - you may never see 
it all! 


English Version contains:- 
Carte de référence et guide 


The 
only flight 

Simulation to provide 100 
complex missions over four intense 
battle scenarios. 


The only flight simulation fo provide 


detailed daily war update reports. 
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The only flight simulation to present the :\) 9 


latest in aerodynamic technology 
introducing ECOP cockpits, backwinder 
AAMS, supercruise, stealth and more! 
F-29 is that flight simulation. 

F-29 Retaliafor presents the fastest and 
most detailed graphic environment eve 
seen in a flight simulation. You have 
the choice of two of the world's 
most advanced aircraft - the F-22 ATF 
and F-29. 


ly 
om excellont example "It's very, very nice". “Excellent gameplay, “Exhilarating, , thrilling." 
of a irue roleplaying game di welldesignadl” EC 
-PC REVIEW - ZERO HERO 92% ‘ 
@ Minderoft, Produced under license from Gome © Electronic Arts Ltd. All Rights Reserved. - PC REVIEW "Simply the best." 
Electronic Arts Ltd. Produced under license from Electronic Arts Ltd. © Origin Systems Inc. = CRVG - 96% 

















CONTINUING TO EXPAND UPON ITS ELECTRONIC BATTLEFIELD 


SERIES, SPECTRUM HOLOBYTE HAS TURNED ITS ATTENTION 


TOWARDS THE AIRCRAFT OF THE US NAVY AND MARINES, WITH 


THE FOCUS OF THAT ATTENTION BEING THE F/A-18 HORNET. 


| ~ Hornet: Naval Strike Fighter 








Falcon 3.0, Dos 5.0 Min, 1Mb RAM, 
286, VGA, Hard Drive 





“Soundblaster, AdLib, Roland Sound Cards, Joystick, : 
Thrustmaster FCS, WCS and Rudder Pedals 








B anyone who is really serious 
i ’ about PC combat simulators, then 

’ MNAthere is really only one program 
that is a necessity — Falcon 3.0. 
Although released well over two years 
ago now, it still manages to convey the 
excitement of air-to-air combat in a 
highly realistic way, combining fast, 
fluid (some would say simple) graphics 
with an air of realism that has yet to be 
matched, let alone bettered. Of course, 
the program hasn’t survived all that 
time without a few face-lifts, and in this 
case those small nips and tucks have 
been performed by various add-ons in 
the shape of different aircraft. 

Up until now, there has only been 
the F-16 and the Russian MiG-29 to 
choose from, but if you can find a shop 
that sells imported games, the F/A-18 
could soon be yours to toy with. Why a 





Although not looking as nimble as the Falcon, the 
Hornet certainly manages to look menacing. It’s just a 
Shame that the enemy planes aren’t scared quite that 
easily 















FROM Lot: “Outre Of GLIDESLOPE. 
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Carrier landings are not easy. One pilot described it as like “..landing on the back of moving postage stamp,” 


and without practice you'll end up with wet feet. Hornet features a complete ‘meatball’ approach lighting system 
(seen on the left of the display), automated carrier landing system (ACLS), as well as vocal instructions from the 


landing signal officer (LSO). Even with all that help it’s still a tricky job 


shop that stocks imports? Well, for 
some unexplained reason, Microprose 
has decided not to release this 
particular package this side of the 
Atlantic, alienating a huge user base 
who would no doubt rush out in their 
droves to snap up this latest aircraft in 
the Electronic Battlefield series. 

For those sim pilots already familiar 
with Falcon 3.0 (if not, why not?), the 
front-end user-interface for Hornet will 
be immediately recognisable. Like the 


2 Lao 





The radar display is the main problem with the Hornet 
— it is cluttered and attempts to present too much 
information into too small a space. Is this the price to 
pay for authenticity? 


other planes in the series (the MiG-29 
Fulcrum and the soon to be released A- 
10 Warthog), everything has been kept 
fairly uniform, allowing pilots to switch 
between the different aircraft. This only 
leaves them to worry about learning 
new flight controls and techniques 
rather than a complete new game. 

The mission and waypoint planning 
screens, as well as the armament and 
pilot screens are exactly the same as 
those found in Falcon 3.0, the only 





arrestor hook at the back of the plane — failure to 
deploy this when landing could result in your plane 
taking a salt-water bath 


One of the best features of Falcon 3.0 was the 
padlock view that it offered, allowing the pilot to 
keep their eyes glued to the target at all times. In 
Hornet, the padlock view also allows you to fix upon 
any inbound missil 








difference being that the graphics are 
slightly changed, presumably to avoid 
any confusion as to which plane you're 
about to enter into combat with. 

Of the missions available to the 
Hornet pilot, the only new one is the 
Bosnia theatre of war. All the theatres 
that are found in either Falcon 3.0 or 
Operation Fighting Tiger can be called 
up, thus giving the pilot a vast array of 
campaigns to choose from (providing 
that they have a copy of OFT). 

The Bosnia theatre is presumably 
the reason why the game will not see 
the light of day in this country. In this 
scenario you are sent in as part of a UN 
peacekeeping force based aboard the 





The wings of the Hornet can be folded, which allows a 
greater number of them to he stored in the confined 
space of the ship’s hanger. Failure to do this at the 
end of a mission will result in the other aircraft in your 
flight parking up next to you, causing untold damage 





point the nose in the direction that you 
want to fly and the flight computer does 
its best to keep you flying in that 
direction, coordinating the rudder and 
ailerons and also adjusting the trim so 
that the aircraft doesn't start oscillating 
when the airspeed is adjusted. 


Cockpit-wise, the differences 
between the two planes are quite 
significant, with the Hornet having two 
digital display indicators (DDIs) in the 
upfront cockpit display and a horizontal 
situation indicator (HSI) that can be 
seen in the lower cockpit. The DDIs can 
be configured to any one of five modes 
(radar, RWR, engine monitor, Maverick 
display or attitude display indicator), 


“THE AIRCRAFT IS FULLY SUPPORTED IN THE MULTI-PLAYER ENVIRONMENT, 
ALLOWING PLAYERS TO PIT F-16 AGAINST F/A-18, 
OR WORK TOGETHER IN MULTI-AIRCRAFT SORTIES” 


USS Theodore’ Roosevelt. The 
campaign objectives require you to 
protect Sarajevo and other urban 
centres from shelling, keep roads and 
bridges clear and under UN control, 
and finally undertake Wild Weasel 
sorties to try to bring the Serbs to the 
negotiating table. It’s a well constructed 
scenario, but to stop the game from 
being released because of it? I’m not 
sure about that one. 

The aircraft itself handles pretty 
much like the F-16. Like the Falcon, the 
F/A-18 is a fly-by-wire aircraft, so 
reducing the workload on the pilot. You 


SEROM Ne Tn Rome S 


EAEULSSnESE smemorereeoree: 
The wingmen In all the EB simulations are intelligent, 
in this case smart enough to eject after sustaining a 
SAM hit. They are also under your command, which 
makes scenes like this especially traumatic 





thus allowing for a greater amount of 
flexibility than the F-16 affords. 

The HSI is a new instrument that F- 
16 pilots will not be familiar with. It is 
used as a navigational aid, whereby 
instead of just flying to a waypoint from 
your present point in space. you are 
actually given specific directions so that 
you can fly via the waypoint radials. 
This allows you to steer clear of any 
SAM or AAA emplacements with a far 
greater degree of accuracy than is 
possible otherwise. 

If there is one thing that | can fault 
with this simulation, then it has to be 


The view out of the back of the aircraft is presented 
here. One of the nice things about all the aircraft in 
the EB series is that all the side and rear views are 
altered with regards to the plane you are flying 


HORNET: NAVAL STRIKE FIGHTER 
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the radar display. The displays found in 
the other planes (F-16 and MiG-29) are 
clear and concise, delivering all the 
necessary information at a glance, but 
the F/A-18’s radar is very cluttered. 
Actually locking onto a target can be a 
bit of a hit and miss affair, and when 
you finally do manage to obtain a good 
lock, the information that is displayed 
(rate of closure, target airspeed, etc) 
requires you to spend too much time 
interpreting it, which in a dogfight at 
speeds in excess of Mach 1 can prove 
to be fatal. 

The Electronic Battlefield that 
Spectrum Holobyte envisaged upon the 
release of Falcon 3.0 takes another 
step forward with the release of Hornet. 
The aircraft is fully supported in the 
multi-player environment, allowing 
players to pit F-16 against F/A-18, or 
work together in multi-aircraft sorties. It 
is exciting to fly and with the exception 
of the radar display, everything 
functions well. In fact, this has to be 
one of the most accurately rendered 
cockpits in the series so far, with nearly 
everything appearing in its correct 
place with respect to the real plane. 

| am still mystified as to what the 
problem is regarding a European 


release, but perhaps if there is enough 
demand for the program in this country, 
more PC jet jockeys might get the 
chance to see why the Hornet is the 
definitive multi-role attack 


SCORE kK kK 


navy’s 
aircraft. 





The Hornet is capable of carrying virtually the same 
kind of stores as the F-16. This makes weapon 
selection a process which most fighter pilots will be 
familiar with 





THE COCKPIT 
Hornet is the first 
of the EB add-on 
aircraft to make 
use of a double 
screen cockpit 
representation, 
allowing more 
instruments to be 
featured without 
everything being 
crammed into the 
limited space of 
only a single 
screen 
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PC PLAYER ISSUE FOUR 


Po 7 BRODUCT teem CT 


Tornado: ene Desert Storm 


SOFTWARE SE 


Digital Integration 


£39.99 with Tornado, £19.99 separately 


Tornado, Dos 5.0 Min, 1Mb Ram, 386, 
VGA, Hard Drive, Mouse 


SUPPORTS 


Soundblaster, AdLib, Roland Sound Cards, 
Thrustmaster WCS 





conflict in the Gulf way back in 
1991 saw a lot of very radical 
changes taking place on the 


As with most of 
the other vehicles 
in the game, the 
SAMs now appear 
in a fetching 
desert pink. All 
the allied aircraft, 
apart from the 
AWACs display 
this livery, but 
strangely enough, 
some of the enemy 
aircraft don’t 


battlefield. The last time the United 
Kingdom had a force of this size 
involved in any kind of conflict was eight 
years earlier, in the Falklands, and the 
military technology that was used then 
had been updated and replaced. 

One of the main points of interest 
for aircraft enthusiasts was the 
appearance of the Tornado. Providing 


The cockpit is exactly the same in these new missions 
as it is in the other three war zones, with only the 
small digital fuel read-out in the bottom-right giving 
any clue of an upgrade 


original Tornado to version 1.0D), but 
also incorporates 18 new and historically 
accurate missions from the Gulf into the 
process. 

For those few flight sim fans out 
there who aren’t aware of just what 
Tornado is, let me give you a very brief 
explanation. Tornado is possibly one 
of the most tech-heavy combat 
simulators available at the moment. 
Numerous autopilots, accurate weapon 
representation (including the new 


“THANKS TO DI TEAMING UP WITH TORNADO PILOTS JOHN PETERS AND JOHN 
NICHOLS EVERYTHING IS PORTRAYED AS ACCURATELY AS IS POSSIBLE. 
THE TASKS SET RANGE FROM HUNTING MOBILE SCUDS TO CARRYING OUT 
PRECISE SURGICAL BOMBING” 


stunningly effective low-level ground 
attack capabilities, this aeroplane 
undoubtedly helped make things easier 
for everyone by taking out strategic 
targets and SCUD sites. This scenario 
lent itself perfectly to an add-on disk, 
and DI has now obliged us by releasing 
a mission disk that not only irons out 
some of the bugs found in the original 
version (effectively upgrading the 








ALARM missile) and some plain but 
excellently defined graphics go to make 
this a ‘must have’ game for anyone 
seriously into clocking up hours in battle 
simulators. 

The basic gameplay elements to be 
found in the new missiong’ are virtually 
identical to the other three war zones. 
There have been no changes made to 
the cockpit layouts or weapons delivery 









STILL RIDING ON THE CREST OF A 


WAVE, DI’S SIMULATION OF THE 


TORNADO GETS AN ADD-ON DISK 


THAT BRINGS TO LIFE THE ROLE OF 


AIRCRAFT IN THE GULF CONFLICT. 


ORM 


Just after take-off Is probably the best time to sit 
back and take a look around. Hit the autopilot switch, 
sit back and enjoy the surrounding sand dunes and 
resilient desert scrub as they flash by underneath 





procedures with the exception of 
including a digital fuel read-out. 

Only the outside graphics have been 
changed to fit in with the new 
environment. All allied aircraft, bar the 
AWACS and the combat helicopters 
now have desert camouflage, and 
installations range from mobile SCUD 
sites that need to be destroyed, to oil 
pipelines and cities. The graphics still 
retain an incredible amount of detail, 
and there are even some locations 
along the enemy front lines where you 
can find armour dug into sand bunkers, 
which makes their destruction a very 
difficult job indeed. 

The actual missions that have been 
simulated all adhere as closely as 
possible to missions that were flown by 
Tornados during the conflict. Of course, 
there is still a lot of information that the 
RAF does not want made _ public 
knowledge, but thanks to DI teaming up 
with Tornado pilots John Peters and 
John Nichol everything is portrayed as 
accurately as is possible. The tasks set 
range from hunting mobile SCUDS to 
carrying out precise surgical bombing. 

As far as combat sim add-ons go, 
this is one of the best. Not because it 
includes fancy new graphics or other 
types of aircraft to fly, but because for 
six months the world held its breath in 
anticipation of what was going to 
happen. To have that kind of thing 
represented on a computer sim brings a 
whole new sense of excitement to the 
game, and makes this mission disk an 
essential purchase for all Tornado 


jockeys out there. SCORE **** 





a doubt, 
Tornado 
has proved 


to be one of the most authentic and 
technical simulators currently available, 
and with the release of the Desert Storm 
data disk there is little doubt that it is 
going to remain at the top of the heap 
for a while to come. While preparing this 
review, the idea evolved that it would be 
good to talk to someone who had a part 
to play in the conflict that the game was 
attempting to simulate, and get some 
kind of inside view. 

As it turned out, one of the best 
qualified people to talk to also had a 
hand in the game. Flight lieutenants 
John Peters and John Nichol, co- 
authors of the best seller Tornado 
Down, have both been advisors to DI 
concerning Desert Storm, and | was 
lucky enough to have the chance to 
chat to John Nichol about his 
involvement with the game, and a few 
other things besides. 


PC PLAYER How did you feel when DI 
approached you with a view to being 
involved in the Tornado and Desert 
Storm games? 


1 Gh | was pleased that 
people would still associate both myself 
and John Peters, who were to all intents 
and purposes pretty ineffective in 
conflict, with the Gulf War, and | 
suppose it’s quite gratifying to think that 
the whole of the armed forces haven't 
really been forgotten after it. 


PCP You may have been “ineffective” 
but you came to symbolise the war for a 
lot of people. 


J. | think that was rather by default than 
anything else, but | suppose that yeah, 
in the end our pictures came to be 
associated with the Gulf War. 


PCP How much input did you have into 
the game? 


'\) We didn’t have any input into the 
game at all because the program was 
finished by the time we got involved. 
What Debbie (PR for Digital Integration) 
wanted was for us to comment on the 
old game, because John Peters is a bit 
of a computer buff and has used it quite 
a bit, so she asked us to look at the old 
game and write the foreword on the new 
disks. 


PCP How did you find Tornado? Was it 
an accurate simulation? 


“= Tornado is very, very good. The jet 
itself is slightly different to the GR1, 


because the one that’s in the game is a 
mid-life update, which means that 
basically the displays are different. 
Other than that it flies just like the real 
thing, even down to the manner in 
which it behaves in the air. A lot of my 
friends in the F3 squadron and the GR1 
squadron, including myself, have used it 
and have never really noticed any 
glaring errors. 


PCP How do you find the mission 
planner? We understand that DI has 
been told that the RAF is thinking about 
using something similar in the future. 


(Laughs) I’m not sure whether the 
RAF is thinking of using anything in the 
future, but yes it has got it very, very 
accurate. It has obviously worked 
closely with the RAF, the MOD and BAe 
on the whole project. I’m not sure 
exactly what access it’s had to what 
information, but it is very accurate. 


PCP Is a lot of this type of information, 
regarding things like the mission 
planner and flight characteristics of the 
Tornado, hard to get hold of? 


' No, obviously nothing that’s in the 
game is top secret or it wouldn’t have 
been allowed in, although having said 
that | don’t know who’s actually been 
involved on the military side. You can 
glean most of the information from 
Jane’s and Flight International and other 
such publications. 


PCP So it’s fairly easy to get hold of 
then? 


“. Yes, it is. 


PCP How have your colleagues reacted 
to you and John being involved in this 
project? Have they ribbed you a bit? 


“. They raised their eyebrows and said 
“Not them again”! | don’t think that 
there’s been any problem with it — it’s 
the standard air force way of doing 
things, you never let anybody get away 
with anything if you can help it. 


TORNADO: OPERATION DESERT STORM 





PCP How do you feel about simulations 
of this type? Is it glorifying war? 


No, it’s another game. Flying a 
Tornado is not something that many 
people can get to grips with and 
experience, and if people can get some 
kind of excitement, some kind of thrill 
and some knowledge about what 
they’re paying their taxes for by playing 
a game, then that’s great. 

In the same way, John and / are 
writing a new book about what life’s like 
in the air force because no one really 
knows. It’s always been this little 
mystical entity at the end of the MOD 
with all of these supposed Top Guns, 
and it’s just not true. We are all normal 
people, most of us are overweight 
(laughs), and we happen to fly fast jets. 
If people can get an insight into that 
then so much the better. 


PCP Does your family mind you being 
involved in things that might bring back 
some traumatic memories? 


No. | think that it’s important not to try 
and shovel your memories” or 
experiences away in the back of your 
mind and pretend that they never 
happened. | think that you’ll probably end 
up doing yourself psychological damage 
if you do that. | have no problem with 
doing anything like this. As far as I’m 
aware they (John’s family) have never 
said “We don’t want you to do anything 
like that”. After the publicity and the 
success of the book, | wouldn’t imagine 
that we could top that anyway. > 








Although primarily flat, there are dunes that can be 
used to terrain mask, making the mission planning 
even more important in an environment such as this 
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PC PLAYER ISSUE FIVE 


> PCP After the success of the 
book, did you imagine that you’d be 
approached by a software company to 
add your input into a game? 


No, no. First of all, we never 
imagined the book would be so 
successful, selling about 130,000 
copies in hardback and about 100,000 
in paperback. After that, we never 
thought that we'd do anything else, but 
of course the publishers want us to do 
another book, DI wants us to be 
involved in its Tornado game and when 
Tornado 2 comes out in October it 
wants us to be involved in that. People 
regularly ask us to do things, most of 
which we turn down for various reasons, 
but we were entirely surprised by the 
whole thing. 


PCP Has DI mentioned how much input 
you'll have in Tornado 2? 


')) No, it hasn’t. That’s something that is 
still in the melting pot and we'll just have 
to wait and see what happens. 


PCP How much input would you like? 


8) | don't really know, it’s not something 
that I’ve thought about to be perfectly 
honest. If we can make it a more 
realistic simulation by having a pilot and 
a nav from a Tornado sitting there and 
saying “This would be better if you did 
this, and this is more realistic if you do 
this” then I'd be more than pleased to 
do that. 


PCP One thing that came across after 
reading both your book and Bravo Two 
Zero (about the SAS behind Iraqi lines) 
is that you guys didn’t seem to be 
frightened about going to war. You 
seemed to be more excited than 
anything else, and that surprised me. 


“\) We were frightened and | think a bit 
of that came through, but there is an 
element of excitement. Andy McNab 
(the author of BTZ) has been to war 
more times than you’ve had hot dinners, 
whereas John Peters and John Nichol 


have been to war once and it was 
something new and exciting. 

We trained for 10 years for this task, 
never believing that we would actually 
go to war. The Tornado was never 
going to go into combat, it was a 
nuclear bomber to all intents and 
purposes and suddenly all of the 
squaarons were called up to go down to 
the Gulf. It was a tremendous buzz, to 
go and do what you’re trained to do. 
That might sound like warmongery, but 
in the end it was our job to go to war — it 
was exciting and also bloody terrifying. 
!’m not saying that | wouldn’t be scared 
if it happened again, or indeed that | 
would want to go again, but | would if | 
had to. 


PCP How much are you over the whole 
experience? 


| imagine that | am 100 per cent over 
it because | feel no ill effects or anything 
like that. A lot of people expected us to 
be mad, gibbering wrecks when we 
came home. It was bad but it could 
have been worse. 


PCP Could it?! 


Yeah, of course it could have been. 
We came back with two arms, two legs 
and a full set of teeth whereas there 
were people who died out there. So no, 
we came back and we were reasonably 
healthy and back to full fitness within 
a few months. It’s just another 
experience. | don’t think people have a 








very high opinion of their own bodies 
and their own minds — both can take an 
awful lot of punishment. Witness John 
McCarthy and Terry Waite, held 
hostage in the Lebanon for five years, 
and they are entirely normal and well- 
adjusted people. 


PCP | suppose in everyday life you don’t 
get put into that situation, so it would be 
impossible to imagine what it’s like. 


We never imagined that we’d get put 
through it. We had almost no training 
for it, because there isn’t any training 
that you can do. | think that everybody, 
or 99 per cent of people, would react in 
the same way that we did. 


PEP During the bombing mission, when 
did you first realise that you were in 
deep shit — was it when the bombs 
didn’t drop? 


| We were certainly pissed off about 
that. We’d come off target, perhaps by 
about 10 to 15 miles when we were hit 
by the missile and then, when there 
was a big bang, instead of going 
straight and level across the desert we 
were flying sideways in a very un- 
aircraft-like manner. You then realise 
that something pretty horrendous is 
wrong! When all the fire lights come on, 
you've lost control of the aircraft and 
there’s flames and fuel coming out, the 
shit starts to get pretty deep. 


P€P The book tended to be, in parts 
anyway, very funny. Did your sense of 
humour get you through the worst of it? 


“| think that’s part of air force life. 
They say that if you can’t take a joke 
then you shouldn't have joined the air 
force. You have got to have a sense of 
humour, | mean you’re put under some 
pretty horrendous stress sometimes, 
you're stuck in some pretty awful 
situations and you just have to be able 
to...well, not laugh them off as such, but 
you have to be able to cope with them 
and get on with the next thing. | 


At the eye of the storm 


PC ZONE - 93% Classic Award >~ 
“Tornado is simply brilliant” J > ~ 


PC REVIEW - 9/10 
“A superb simulation” 


STRATEGY PLUS 
“Tornado is a must buy” 
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OPERATION 

DESERT STORM 

TORNADO = IBM PC - £19.99 
CD ROM - £49.99 ay (This product 
IBM PC - £44.99 “ requires original 
Amiga - £34.99 TORNADO) 





PC Screen Shots 


Available from 
leading retail outlets. 
In case of difficulty 


Co-authors of ‘Tornado Down’ 
“What an excellent simulation! It flies like the real thing.” - Flight Lieutenant John Peters 
“Outstanding - as close as you'll get without joining the RAF.” - Flight Lieutenant John Nichol 





200 ft. 600 kts. You lead a formation of six Tornados deep into It's 0100 hours, January 17 1991. Your Tornado squadron 
enemy territory. Terrain following system on. Mission planned has a mission - to obliterate the airfields of Iraq. You're the 
to the last detail. Split second timing for a synchronised only logical choice. 


attack with pin-point accuracy. 

¢ From simulator training to multi-mission campaigns 
° Unsurpassed real world detail ¢ 2 player head-to-head 
¢ Laser-guided bombs, JP233, Alarm and more 

¢ Unequalled authenticity ¢ Night flying & low visibility 


In a few hours time you'll be flying straight through the 
middle of the densest air defences in the Gulf, and in a 
hostile desert landscape there is nowhere to hide. 






Digital Integration Features of Operation Desert Storm 
The special limited edition includes both Tornado and Operation ¢ New flying area, with desert landscape 
Desert Storm add-on scenario (PC & CD ROM). For existing owners ¢ New enemy aircraft and military vehicles 
of Tornado, Operation Desert Storm is available as a seperate item. ¢ 18 new missions, pre-planned for instant action 


Digital Integration Limited, Watchmoor Trade Centre, Watchmoor Road, Camberley, Surrey GU15 3A). Tel: (0276) 684959 
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Falcon 3.0 Air Combat - £15.95 





Mi days when a piece of 

| computer software could 

| HM be picked up, played for 

a few hours and completed within the 
same day have long gone. Software 
today is evolving at lightening pace, and 
nowhere is this more apparent than in 
the field of the combat simulator. Falcon 


can’t compete with the sheer weight of 
information presented here, but they 
each have their own strengths. 

The Official Combat Strategy Book 
(OCSB) makes use of avery 
condensed style of writing (it is a little 
over half the size of TCH) and includes 
some excellent screen shots and 
photographs of F-16s and MiGs in 
action. It is the use of these pictorial 
representations that makes the OCSB 
one of those books that can be flicked 
through and, should you come across 
something that catches your eye, you 
can then choose to read about it further. 

Falcon 3.0 Air Combat (FAC) also 
uses screen shots, but doesn’t include 
any actual air-to-air combat 
photographs. What sets FAC apart are 
the little facts and figures that are 
scattered about, courtesy of the author 
Pete Bonanni. These include personal 


“ALL OF THE MANUALS ARE WELL WRITTEN AND PROVIDE NOT ONLY A 
VALUABLE SOURCE OF INFORMATION, BUT A FASCINATING INSIGHT INTO THE 
HISTORY OF AIR COMBAT. THE ONLY QUESTION IS HOW YOU FEEL ABOUT 
FORKING OUT OVER THIRTY POUNDS FOR A BOOK” 


3.0 still stands head and shoulders 
above any other sim, but the price for 
this is the sheer complexity of the game, 
coupled with the superior Al of the 
enemy. Even to hardened sim pilots this 
beast is still very tricky to master, which 
is where this selection of manuals come 
into play. Detailing various combat 
manoeuvres as well as advanced fighter 
tactics, no self-respecting Falcon 3.0 
owner should be without one. The big 
question is — which deserves your 
attention, not to mention your money. 

All three manuals are well presented 
and contain a wealth of information. It 
has to be stated that none of the three 
are any worse than the others, but they 
do each contain some unique features 
and carry widely differing price tags. 

The most daunting (or should that 
be impressive?) tome of the three is The 
Complete Handbook (TCH). Weighing in 
at over 650 pages, there is nothing that 
this book doesn’t cover. Starting off with 
briefings covering the front-end user 
interface and _ progressing onto 
advanced combat tactics and weapons 
delivery, the manual aims to give 
everyone, from beginner to ‘Top Gun’ 
pilot, every bit of information that can be 
used in a fight. The other two books 


tales of life in the Air Force (he is an F- 
16 pilot for real) and bits of aircraft 
trivia. Some of it is relevant to playing 
Falcon 3.0, while some of it is nothing 
more than a damn fine read. 

All the books take into account 
Operation Fighting Tiger, and both 


FALCON 3 


THE OFFICIAL COMBRT STARTEGY OOH 


HOWGRE BORNSTELY 


Falcon 3 The Official Combat Strategy Book (with 
disk) - £25.95 





THE COMPLETE HANDBOOK 


FLY WiTH THE MOST POWERFUL SIMULATOR EVER: CREATED 
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Falcon 3: The Complete Handbook (with disk) - £31.50 





OCSB and TCH come complete with 
disks (TCH encloses a 5 1/4 inch disk, 
which | didn’t think were used any more) 
that contain patch files which update 
Falcon 3.0 to version 3.0e. As these 
books were released before MiG-29, 
this patch has become obsolete, but 
there are other utilities that allow you to 
clean up the HUD (among other things) 
and make it a little more readable. All 
three of the the manuals go into 
great depth regarding dogfighting 
manoeuvres, but only TCH uses 
complete diagrams to illustrate the 
point. 

Of the three books, my personal 
favourite was OCSB due to its clear 
screen shots and exciting photographs, 
but for sheer depth TCH is the one to go 
for. All of the manuals are well written 
and provide not only a valuable source 
of information, but a fascinating insight 
into the history of air combat. The only 
question is how you feel about forking 
out over thirty pounds for a book — this 
is a lot of money for a piece of software, 
let alone a computer manual. Still, for 
anyone who wants to get as close as 


they can to real air-to-air combat without | 


actually joining the RAF, Falcon 3.0 and 
one of the accompanying instructional 
manuals is about as realistic as you are 
likely to get. 8 


JUST HOW GOOD A COMBAT PILOT DO YOU THINK YOU ARE? 
IS FALCON 3.0, PLUS THE VARIOUS ADD-ON AIRCRAFT, CAUSING 
YOU TO LOSE SLEEP OVER HOW BEST TO EVADE SAMS? 


PERHAPS A COMBAT MANUAL IS WHAT YOU NEED. 


Manuals for... 
supplying the, 
reviewcopies of | 
the hooks 

| mentioned. 
Computer 
Manual can be 
reached on 021 
| 706 6000, Oh, 
and please. 

| mention this 

| review when 

| ordering. 
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P€ PLAYER ISSUE FIVE 


FOR AMERICANS, THE BATTLE OF GETTYSBURG 


IS IMBUED WITH THE SAME MYSTIQUE AND 


FASCINATION THAT SURROUNDS WATERLOO IN 


PRODUCT 


Gettysburg 


SOFTWARE HOUSE 


REQUIREMENTS 


Dos 3.1 Min, 2Mb Ram, 386 
MS Windows 3.1 Min, VGA, Mouse 


SUPPORTS 


Windows-compatible Sound Cards 





are so many ‘what ifs’ associated 
with the events of three blood- 
soaked, sun-bleached days in July 


1863 that replaying the battle of 
Gettysburg invariably yields wildly 
varying results. Why was Lee so 
uncharacteristically cautious? Why did 
he not take a direct hand in the conduct 
of the fight, rather than allow his less 
gifted corps commanders Longstreet, Hill 
and Ewell to bungle the attacks? What if 
Meade had counterattacked on the 
fourth day? Not all of these options are 
available in SWFTE’s new treatment of 
the battle, but those seeking an 
introduction to the American Civil War 
could do a lot worse than use this game 
as a basis for understanding the origins 
of some of these questions. 

Those whose gaming blood runs 
cold at the mere mention of the word 
‘hexagon’ will be delighted to know that 
none are present in this game, in which 
units move freely over the playing area 
unconstrained by the traditional hex-style 
map. Indeed, movemeni of the brigade- 
level units of infantry, cavalry and 
artillery is more akin to a naval game 
than land warfare — on selecting a unit 
with the mouse, a simple dragging of the 


The first day of battle. Henry 

Heth’s Confederate division has 

trudged towards the sleepy 

Pennsylvanian town of Gettysburg |--7— 
in search of fresh shoes, only to ) 
blunder into a Union Cavalry || -~ tee 

division (lead by John Buford) | ~ j - 

camped on a ridge outside 

the town 


The intro screen gives a brief reason for the battle 

and sets the scene for the largest battle fought on 

American soil 

= _ Program Manager aT ele] 

tile Options Window Help = a 3 
Accessories 2) 































tn the spring of 1863, the Amy of Northern Virginia, led by General 
z ert E. Lee. was encomped on the south side af the Rappahannack 
"Y River. with the Army of the Potomac just (o the north. Lee was in 3 
-} dificult position. He kuew he coufd not continue to fight a defensive 
‘wer on Southern ground. and was under great pressure to come to the 
rescue of the besciged city of Vicksburg. Instead, he decided to 
fundamentally change the strategy of the war by invading the North. 
He hnaert a successful invasion. passibly resulting in the capture af 
Washington or Baltimore, would cause Northerners to rethink thelr 
commitment io & United States end bring about an end to the war. 


{Glick mouse button to continue} 







































pointer produces a movement path, with 
multiple waypoints if required. Several 
brigades can be ordered as a division or 
corps with just one click-drag movement, 
thus easing the demands on the player 
while also demonstrating the historical 
chain of command. Facing of the brigade 
lines is controlled from the toolbox 
overlaid on the map which also contains 
controls for determining the status of the 
units and deciding the type of combat 
they will engage in. 

Right-clicking on a brigade calls up a 
display of info on that unit, including a 
digitised picture of the commander and a 
potted history of the brigade. All good, 
educational stuff...and that really sums 
up the problem with Gettysburg — 
although it does have many little touches 
that make learning and playing it 

















Homage to one of the most important Americans is 
given in this display of the Gettysburg address (which 
he delivered sitting down, for some reason) 


—— Gettysburg eet 
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follow the historical decisions of Lee and 
Meade and to faithfully plot the moves, 
combat and events of the 3-day battle. 
This is also accompanied by a rather 
neat system of field notes — small 
coloured triangles appear on the map, 
which when clicked on present a window 
containing text describing the event in 
question. On request, Abe Lincoln pops 
up to give the Gettysburg address, 
or R E Lee will deliver his sombre 
pronouncement on the surrender at 
Appomattox. The effect is like watching a 
TV documentary of the battle and would 
be an excellent tool for teachers, 
especially as the action can be paused 
at any time to review the overall 
situation. However, actual play of the 
game has been compromised in many 
ways, for example all movement rates 


“THOSE WHOSE GAMING BLOOD RUNS COLD AT THE MENTION OF THE WORD 
"HEXAGON’ WILL BE DELIGHTED TO KNOW THAT NONE ARE PRESENT HERE” 


(especially for the novice) an absolute 
joy, | feel that the designers had trouble 
deciding whether they were designing a 
game or an _ educational title. For 
example, it is possible to select the 
computer to play both sides, forcing it to 
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Ele Diay Speed Select Map Over 


Troone: 77254 “Troops: «60208. 
‘Actve: Active: 


= 67734 | iS $2513 : 
Casuslties: 9520 | Cesualties: 7709 
Dead: 1240 Dead: 1535 | 
Weunded: 5000 - ‘Wounded: 4370 5 
Missing: 3280 = Missing: 1854 


JotalBrigades: 52 | a Total Brigades: 45 Fe 
‘Onhghground: 27 Onhigh ground; 11 Ge 
tn tees: s intreas: : 
Retreats: Retreats: 








are the same and take no account of 
terrain, and the computer will not adjust 
facing to account for flanking units. The 
manual even admits that the Al has no 
knowledge or concept of flank attacks! 

Is Gettysburg a good game or merely 
a video of the battle? An experienced 
wargamer should avoid it, as it does not 
provide anything new. However 
wargamers are a notoriously pompous 
bunch (| DO speak for myself, before 
you start writing in!), and most would 
look down their noses at Gettysburg, 
forgetting that there are many for whom 
this is an ideal introduction to the genre, 
with a surprising amount of replayability. 
Also, it is a Windows war game, and 
hands up who can remember the last 


one of those? SCORE x x 
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Dictionaries’& Languages " £12.99 Pro Audio Spectrum £122.99 
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WHILE PC PLAYER DOES ITS BEST TO CATER FOR THOSE OF YOU WHO 


FIND FLYING AN F-16 THE ULTIMATE TURN-ON, EVEN WE CANNOT 


COVER FLIGHT SIMS WITH THE KIND OF DEPTH THAT THEY DESERVE. 


THIS IS WHERE SPECIALIST MAGAZINES LIKE INTERCEPT COME IN. 


jet jockeys. Combat sim pilots. 
Fanatics. These are just some of 
the names that are given to that 
breed of PC user who, above everything 
else, wants to feel like he’s pulling 9Gs 
in a tight turning circle, with only an 
enemy MiG and the hardness of the 


NTERCEPT 


Even though the PC seems to have 
been invented with the flight sim in mind 
(look at the original Flight Simulator from 
Microsoft), there has never really been 
any kind of magazine support for the 
dedicated PC pilot. The majority of them 
(PC Player included) don’t have the time 





everything about it. A far-fetched 
dream? Well perhaps not, for there is a 
small, relatively underground magazine 
available in the United States that 
specialises in combat simulators on the 
PC. The magazine, appropriately titled 
Intercept, is the brainchild of a self- 


ground to dampen his spirits. These are 
the kind of people who communicate in 
a language that only the very committed 
understand (“I’ve tally-hoed the MiG. 
Fox one! Fox one!”), and to the outsider 
all this seems to point to the fact that the 
individual in question should be locked 
up in a padded, white room. This 
however, is merely the high-spirited 
way in which these people enjoy 
themselves, and those in the know 
| wouldn’t have it any other way. 


“EVEN THOUGH THE PC SEEMS TO HAVE BEEN INVENTED WITH THE FLIGHT SIM 
IN MIND (LOOK AT THE ORIGINAL FLIGHT SIMULATOR FROM MICROSOFT}, 
THERE HAS NEVER REALLY BEEN ANY KIND OF MAGAZINE SUPPORT FOR THE 
DEDICATED PC PILOT” 


confessed 
Pearson. 
“It all started when | felt that I’d been 
misguided by other magazines,” Eric 
told me. “The reviews in them were 
sometimes just plain wrong. It seemed, 


or the space to turn over 15 to 20 pages Eric 
to the latest add-on for Falcon 3.0, but 
when you consider the amount of time 
and the amount of realism that has been 
crammed into the latest flight sim, it 


would be nice to know absolutely 


flight sim junkie, 





ARB 








yr re i Choose 2 Reality level. ‘There are four difficulty levels and 12 features which can be toggled from Authentic to Standard. 
interested in Standard modes will look familiar to anyoue who has played Strike Hagle 11. In fact, the difficulty level vunitao 
indi all featuresin Standard mode, Iwas very disappointed by my first light since it appeared that despite the advertisinghype 
| ye ee | realism, MicroProse had not delivered a realistic package, All the features switch to Authentic when the Extreme difficulty 
about the i level is chosen. At that level, Strike Eagle II/ teaves its arcade game heritage behind. 
| 
on ae | Choosea Theater. Desert Storm is the default theater, Itismoderately difficult, Missionscan start from either KC-10 Tanker 
evel at 25,000 feet or from a runway in Saudi Arabia, Panama.is the easiest theater. The SAM sites are few and far between, and 
subscribing, | the Columbian and Venezuelan Air Forces (Farces) are still using A-37s and OV-10s (they also have some Mirages and F-163), 
i All missions start from arunway in Costs Rico, Korea is the toughest theater, ‘There are not as many advanced planes as Desert 
Eric Pearson | Vann tx Missions start from a KC- 
| can be 10 Extender or from a base in South Korea. 
contacted at: Select the Modems if you are playing Head-to-Head. You will automatically 
be takento the Briefing after the connectionis made, More on this in the Head- 
SIMCAP Inc., te-Head section. 
20 Lafayette Attend the Briefing. This screen is also too small for the entire graphic. Ail 
Avenue. the accessible features fit when the view is panned to the right. The TV/VCR 
M - inthe comerdoes nothing until themap view s selected. Atthat time, it displays 
Kingston, | rotating images of the Primary and Secondary targets, The mission objectives 
NY 12401-4408 | are listed on the White Board (additional information is available by clicking 
on the board). The mission map can be viewed by clicking on the wall map. 
| | ‘This map is very slow to generate the first time as the data comes from the hard disk. Once loaded, the map can be recalled 
| Tel: 0101-914- without hesitation. Declining a mission is supposed to have a negative affect on your career score, but the animation of the 
: mission notes being crumpled and thrown away is worth seeing at least once, If you accept the mission, you stop at an arming 
| 338-3520 screen which shows the F-15 head on with a fall compliment of ordnance arrayed in front of it, Itwould be helpful if the current 





weight and drag factor were displayed. 


Quick Start missions put you in the plane with a default weapons load. Tho mission docs not count for (or against) 
your current pilot score. The realism value can be set by entering the Reality screen or by choosing an active pilot first. 


Scramble The Essential information for flight 


Resides having feet Ker Soserenos Conley a successful fee niescn 8 cee ly aes ae ee 
sections: Section II The Home Screen Page 39 The Upfront Controller Section VIII Authentic Mode 
Graphics 


MicroProse took great care in accurately rendering the cockpit of tho 
FASE. Notonly are the large objects like MFD’s in the right places, but most 
of the dials, knobs and switches are shown as well. Only the Jettison Stores 
button actually works, the rest are just for show. The slope of various control 
panels has been represented with converging verticals (the same principle that 
makes tall buildings appSar smaller at the top when viewed from the ground). 


Outside views of the F-15 are excellent. The best is the F5 view which == 
cam be panned horizontally or vertically. All ordnance can be seen hanging 
from the correct pylons or conformal stations. Other outside views are a fixed right side view and a tactical view which shows 
the F-15 and an air or,ground target. In a multiple target field, there is no way to know which target is which. 





‘The outside world has an excellent sky and fly through cloud layers. The patterns on the ground provide a feeling of 
speed and movement even in uniform terrain (like desert sand). Cities are shown in some detail, but significant buildings are 
still easy to pick out from the civilian targets (limiting ‘collateral’ damage). Each theater has at least one unique feature - the 
water towers in Kuwait City, the Panama Canal, and the tower in Seoul. Other detailed targets include factories, SAM sites, 


Intercept ¥ 





sometimes at least, that the reviewer 
had done nothing more than just read 
the packaging, taken note of the 
particular specifications of the game and 
then written the review without ever 
having flown it. What | took as an 
objective evaluation turned out to bear 
little resemblance to the actual flight sim 
in question. | was very disillusioned with 
the whole thing, so | decided that | could 
do things better, which is where 
Intercept started,” he explained. 

One of the things that strikes the 
reader about the reviews in Intercept is 
the amount of detail that the reviewer 
(which in most cases is Eric himself) has 
crammed into the piece. All the 
simulators that are featured have been 
flown for a minimum of 50 hours, 
allowing every aspect of the flight model, 
weapons” systems, radar, general 
authenticity etc, to be accurately 
gauged. This attention to detail made 
me wonder if Eric himself had flown for 
the military or at the very least flown 
privately. 

“Funnily enough, |’m not a pilot and | 
don’t hold a PPL. This fixation started 
way back when the original Strike Eagle 


eprations Tees vinal py pve te pit wih Sema iage of heute sta ofa io age, Te 
[Rimaging was virwally mated us sober ing the target. ln fact, an airraft equipped with the AGM65D 
‘was said 1 have a "poor man's FLIR™ tFereatd Loking na Rel < heral wgeing wd svipionsyoum). The pt 
‘fan aca ot equpped for precision nigh atch was mow able eGo .0 By using th IR age gered rom the nee of 
the AGM-65D missile 


(Other variants of Maverick have since bean developed or are surretlyin development. The AGM-5SE la inser guided 


; and Inge 
targets. The first test firing ofthe AOM-6SG oceumec in 1987 andi eure in reduce Ie USAF servic, the guidance 
system of a Maverick can be identified by the misule color, pony Vl te see ed versions 
anc olive drab, Mavericks used by the US Navy or Marine Comps tend te be gra 


During the Gulf Wat, some $500 Maverick missiles were fired (over 3,009 by A-10 “Thunder Lizards” alone), 
Mavericks can be camried by A+7, A-10, AV-8B, Pelé, F/ArI8, PeI5E, ind Flt nae sero. 


AGM-65 Maverick Component Diagram 
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Inercept ” 


about comparing the computer planes 
with the real thing if he has never flown 
any of them? “I have actually flown, and 
flew in combat when | undertook a four- 
day sky warriors course in a T-34 (a ‘fun’ 
course wherein the students get to go 
up against other students in mock 
dogfights, using lasers instead of 
bullets). | found that a lot of the things 
that | had learnt in sims | could apply to 
actual A-A combat,” he explained. 

So the simulations actually had an 
effect on his ability in a real knife fight? 
“Yes. Out of four pilots that went down, 
two were PC pilots, one was a rated 
glider pilot and one was an ex-USAF 


“FOR THE COMMITTED PC FLIGHT SIM PILOT | WOULD STRONGLY SUGGEST 
OBTAINING A COPY OF INTERCEPT AND SEEING FOR YOURSELF JUST HOW 
GOOD IT IS. BEING A PC PILOT MYSELF, | WAS ASTONISHED AT THE AMOUNT 
OF FACTS, FIGURES AND TACTICS CRAMMED INTO THE MAGAZINE” 


on the IBM was around, and grew with 
that until | discovered Falcon XT,” Eric 
informed me. 

After reading the reviews, this came 
as a bit of a shock. Most of the time Eric 
talks about the accuracy of the flight 
models, weapons systems and general 
all-round flying aspects of the planes 
that are simulated. So how does he go 


Threat Brief: “Iraqi Illuminator” 


The SA-3 ‘Goa’ Missile 


By Marty "Stinger" Snow 
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guy. The instructors could obviously tell 
which of us was the air force flyer, but 
there was no difference, from what they 
could tell, between the guy who was the 
glider pilot and the two of us who were 
only PC pilots. As well as that, myself 
and my wife (the editor of Intercept, and 
also a keen F-15 ‘backseater’) have had 
the opportunity to spend some time 
flying an F-15E simulator at Seymour 
Johnson AFB in North Carolina, so | do 
have something to compare against.” 

As well as covering the latest flight 
sims in detail, the magazine also leans 
towards informing the reader about the 
actual hardware simulated. For instance 
in the Tornado issue of Intercept, not 
only was there a complete and in-depth 
evaluation of the game, but there were 
also articles covering the Tornado itself 
and weapons found in the simulation, 
such as the JP233 airfield weapon and 
the ALARM. It is this kind of attention to 
detail that makes Intercept such an 
informative and enjoyable read for PC 
pilots. 

Another successful aspect of 
Intercept is the flight sim database that it 
has set up. Nowadays, more and more 
pilots are choosing to go head-to-head 
with other pilots over the modem, and 
Eric established the database with the 
sole purpose of joining like-minded pilots 
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together for a spot of friendly sky 
fighting. “We have just under 3,000 
people on the database. The first issue 
(three years ago) went out to just 200 
people, and it took us two years to break 
the 1,000 barrier,” Eric told me. 

How do the software companies feel 
about you ripping apart their products 
with such precision? “We get a lot of 
support from the software companies, 
even those who we haven’t been very 
favourable to! We gave a less than 
glowing review of Strike Commander, 
and when we met representatives from 
SC’s software company at the CES just 
after the review had come out, their PR 
guy said that we were right on the mark. 
One thing | try to do in the reviews is 
never to say something to the effect of 
‘this is bad’. It’s always, ‘this is how it 
does work, this is how it should work 
and this is how it could be better’,” Eric 
explained. 

For the committed PC flight sim pilot 
| would strongly suggest obtaining a 
copy of Intercept and seeing for yourself 
just how good it is. Being a PC pilot 
myself, | was astonished at the amount 
of facts, figures and tactics crammed 
into the magazine. The inclusion of 
some technical background on the 
aircraft and the various weapons found 
in the featured sim (including SAMs 
such as the SA-8 Gecko) really makes 
the flying that much more exciting, due 
to the realism factor being increased. 

Intercept is a fine example of a very 
specialised magazine. It has found its 
niche and continues to expand and 
grow, taking over 3,000 people along for 
the ride. | 
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WITH THE LIKES OF PRIVATEER AND FRONTIER - ELITE 


by 


Il ON THE MARKET, IS THERE REALLY ENOUGH ROOM 


: FOR ANOTHER SPACE TRADING GAME? 


~ 


Nomad 
Gametek 
£29.99 


fos.3:0 Min, 2Mb-RAM, 386;-VGA, 
8Mb Hard Disk.Space 


Soundblaster and Compatible Sound Cards, 


trading games have been around 

since the dawn of the home 

computer age — take Elite for 
example; an entire universe crushed 
into 32K on a BBC Model B computer, 
and it managed to catch the 
imaginations of millions of games 
players. The original Elite first appeared 
way back in 1983 and, some 10 years 
later, we are now pandering to its 
successful sequel, Frontier — Elite II. All 
right, so | mention the two most obvious 
examples first (and who wouldn't), but 
let's not forget about Privateer, 
Protostar, Eye of the Storm and Master 
of Orion to name but a few. 

So we’ve established that this 
particular market is well-contested and 
that product quality is generally quite 
high, so we next need to find out if 
Nomad is any good. 

Programmed by Papyrus (the team 
responsible for Virgin's superlative 
IndyCar Racing), Nomad _ is 





Most races can he identified by the vessels they 
travel around in. Korok vessels are purple, 

Chanticleer and Phelonese ships are yellow, Shaasa 
ships are green and Arden ships are white and blue 


i cmc gt 


Mouse = : 


immense, multifaceted exploration 
game spiced with warfare, diplomacy, 
mystery and trading — at least that’s 
what the box says! 

The story begins when an alien craft 
is discovered deep within the Antarctic 
wastes. The fact that this crashed 
vessel has been repaired by an 
unknown presence draws suspicion 








Some Korok are programmed for trade. It-is.possible 
to communicate with them for a short period of time, 
but a time limit imposed by the MasterControl Robot 
orders themto-destroy 





As the vessel configures a stable 
orbit around the planet Earth, the 
communication systems blaze into life 
and an unrecognisable voice is heard 
from the speakers. A_ translation 
appears on the screen below as an 
image forms on another — you can see 
the pilot of the communicating vessel! 
The alien introduces himself as Brin 


“NOMAD IS AN IMMENSE, MULTIFACETED EXPLORATION GAME SPICED WITH 
WARFARE, DIPLOMACY, MYSTERY AND TRADING = 
AT LEAST THAT’S WHAT THE BOX SAYS!” 


from the authorities, and they begin an 
investigation into the origin of the craft. 
This investigation draws blanks, but 
during the process the scientists learn 
how to control the ship’s systems, from 
which a new project develops — Project 
Nomad. This is an experiment in which 
a lone pilot is launched into space in 
order to master control of the ship. As 


an @ usual, this lone pilot is you. 


O’Keef, space buccaneer and member 
of the exulted Arden race. A long 
explanation later and everything begins 
to make sense; fearing a fate worse 
than death at the hands of an evil robot 
race called the Korok, an alliance has 
been formed by the remaining 
interstellar races in order to keep the 
Korok at bay. Until now Earth has been 
oblivious to this fact and hasn’t become 








Second Harmony is the Chanticleer space station. 
Their race revolves around the properties of strange, 
alien crystal — even their missiles are made of the 
stuff 


involved with either the Korok or the 
Alliance, but this is now about to 
change. “Will you join the Alliance and 
help us repel the evil Korok?” asks Brin 
O’Keef. Do | have any choice?! 

Controlling the mysterious starship 
isn’t an overcomplicated process and 
there are numerous functions available 
to the pilot allowing both exploration and 
combat at the touch of a button. There’s 
no cockpit display as such — a list of 
system commands is the first thing 
encountered. 

Choosing the navigate option 
enables the pilot to jump from system to 
system, plotting a course in one of two 
different ways. The first method involves 
a system map, which shows a graphical 
representation of the entire galaxy 
divided into a 10 by 10 grid called the 
sector map (with each grid location 
being one sector). 

Most sectors contain at least one 
star system that can be travelled to. 
Selecting a destination is simply a case 
of first highlighting a chosen sector, then 
a star system is selected and finally a 





These huge Korok cruisers are deadly foes. The best 
way to deal with one is to try to get behind it and 
blast away at its weak spot 


planet within the system is chosen as 
your specific destination. Once you’ve 
made your choice the warp drive is 
engaged and the ship zooms off into 
space. 

Alternatively, the pilot can choose a 
destination from the Known Space 


database. Every planet visited or 
mentioned throughout the game is 
added to this database and can be 
easily selected as a destination. The 





different alien races — some good, some 
not so good. Arden, Ursor, Musin and 
Chanticleer races are compassionate 
Alliance members that will go out of 
their way to help you, whereas the 
Phelonese and Bellicosians are just as 
likely to rob you as they are to help you. 
Other races such as the Parhump and 
the Shaasa hate the Korok as much as 
you do, but shy away from battle, 
preferring to concentrate on trade. For 
further race details see the box entitled 
Wacky Races. 

If you are unsure as to the status of 
a newly encountered vessel, your ship 
comes complete with a bog-standard 
scanner which enables you to identify 
both ship and pilot. More powerful 
scanners can be installed later in the 
game and these give a more detailed 
picture of a scanned ship. 

Planets can also be scanned, to 
allow locations rich in gas, minerals and 
farmable produce to be exploited using 
labour robots (which you need to buy, 


“AS YOU MAKE YOUR WAY AROUND THE PLACE YOU WILL NO DOUBT 
ENCOUNTER A FEW STRANGE CHARACTERS ON THE WAY. 
THE GALAXY IS INHABITED BY A NUMBER OF DIFFERENT ALIEN RACES = 
SOME GOOD, SOME NOT SO GOOD” 


database sorts planets into the following 
categories; inhabited, uninhabited, race 
of inhabitants, Labour-Bot site, nearest 
and visited. This feature is very handy 
and really comes into its own when a 
good bit of exploration has been done. 
As you make your way around the 
place you will no doubt encounter a few 
strange characters on the way. The 
galaxy is inhabited by a number of 





The Earth authorities ready Project Nomad for space. 
Little did they know the scale of the galactic politics 
they were about to enter into 


and they ain’t cheap), and inhabited 
planets to be noted (especially if they 
are Korok controlled!). 

Communication is possible with any 
race, including the Korok if you’re that 
way inclined. Hailing a nearby ship 
brings up a graphic of the vessel’s 
captain plus a speech window to the 
side. Conversation is usually confined to 
trade matters, but questions about 
individuals, locations, objects or races 
can be put to the other character, with 
answers sometimes revealing useful 
information. 

As there is no galactic currency as 
such, all trading is done by barter — you 
start off with a few bits and bobs in your 
hold and must build up your inventory 
by haggling with other races. Objects 
deemed worthless by. some races may 
be delicacies to another, and 
through manipulation of these cultural 
differences that you are able to increase 
the value of your own swag, building up 
your ship’s resources as a result. 


it is | 


This is just one 
solar system 
within the game. 
Each star has a 
number of 
satellites orbiting 
— some inhabited, 
some barren. Most 
planets have at 
least something to 
offer, even if it is 
only a rich supply 
of methane 































SHAASA 

Shaasa have many eyes 
and speak in a language 
that tends to cause 


CHANTICLEER 
The Chanticleer live 
‘on a space station 
situated near a huge 


Y 


problems for the ship’s black hole. 
translation computer. Chanticleer speak in 
Bright green spaceships song, they are 
are their preferred mode vegetarians and like 


of transport their food spicy 


URSOR | 

This bear-like race enjoy 

spinning a yarn or two and 

can he useful if you need 
information. Mostly §j | 

traders, the Ursor usually 

carry some useful bits and 


bobs 





MUSIN 

Despised by the Phelonese, Musin are 
asmall, rat-like race that specialise in 
combat and espionage. Musin are 
passionate creatures and can 
sometimes be quite touchy 








PHELONESE 

A soft, purring voice hides the 
conceited characteristics of the 
Phelonese race. They have a high 
opinion of themselves and dislike the 
Pahrump and Musin races 






ARDEN 
Although they do took a bit like Knobby the sheep, 
Arden are peaceful memhers of the Alliance. Arden 
are common throughout safer areas of the galaxy 


noses 





The great scavengers of the galaxy, the 
Pahrump fly through space in their 
huge vessels, picking up salvage as 
they go. They’ve also got big, runny 





KOROK 

The Korok are the baddies of the story. Controlled by 
the Master Control Robot, the Korok are expanding 
their territory throughout the galaxy 


nese a 





ALTEC HOCKER 

The true origin of the Altec Hocker is 
unknown. The minds of the Altec 
Hocker are as one, and their purpose is 
to gather knowledge from the furthest 
reaches of the galaxy 





» Now you know how to converse with 
the extraterrestrial beings, your next 
step is to learn how to blow them out of 
the cosmos! Engaging the weapons 
systems changes the view to the usual 
cockpit/cross-hair kind of view. During 
battle you can use any jammers you are 
carrying to confuse the enemy, and it is 
also important to keep an eye on your 
ordnance — running out of missiles while 
hot on the tail of a Korok supply ship is 
NOT a laughing matter. 

Your battered and bruised craft can 
be repaired afterwards by informing 
your engineering computer of the 
damage. The engineering system can 
also upgrade your ship by fitting new 
equipment, and switchable system add- 
ons (such as scanners) can also be 
toggled here. 

All visits, kills and conversations are 
entered into the ship’s log which can 
help if the player needs to track down a 





particular planet or character. A fully- 
functioning text editor also allows you to 
enter specific personal information into 
the log. 

The final ship system function is the 
time lock feature, which is basically a 
glorified pause mode that allows you to 
save the game and return to it later. An 


feat. The playing area is huge (as you 
would expect), with hundreds of planets 
to explore, all rendered in effective, 
animated 3D. When approaching a 
planet, your vessel zooms towards the 
planet before turning sharply and 
assuming orbit — this effect is certainly 
impressive and all the planets seem to 


“GETTING INTO THE GAME IS NO MEAN FEAT. THE PLAYING AREA IS HUGE 
(AS YOU WOULD EXPECT), WITH HUNDREDS OF PLANETS TO EXPLORE, 
ALL RENDERED IN EFFECTIVE, ANIMATED 3D” 


important feature missing from this time 
lock mode is a facility whereby the 
player can load a saved game after 
dying a horrible death in a previous 
game — instead the game has to be 
rebooted first and the save game 
loaded on the intro screen. This is a real 
pain, but doesn’t detract too much from 
the actual game. 

Getting into the game is no mean 


conform to basic laws of planetary 
creation (ie planets nearest the host 
star are hot whereas planets furthest 
away are frozen wastes). 

Luckily the navigation interface is 
extremely easy to use and has been 


very well thought out. Travelling 
between coordinates is quick and 
simple, although the animated 


sequence in which your ship shoots 









Scanning planets is a necessary task, but it does take 
time — leaving you at the mercy of any nearby enemy. 
Check the area for enemy before scanning 


down to the 
surface of any 
planet and a 
representation of 
the landscape is 
displayed in 
glorious 3D 





This is the sector map in full, with each square 
representing one sector. Some sectors have a number 
of stars and, as a result, a number of solar systems 
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Send a labour-hot 


Dor-cli Spunky 


ig 





SPRcienicy aaa 


This farm-bot is ahout to be sent down onto the 


surface of a planet in order to harvest any useful 
materials that it may find 





Nomad could have been a struggle 
to get into, but fortunately it wasn’t. A 
good interface is one that can be used 
quickly and efficiently, causing little 
problem to the player — if you don’t 
notice the interface, then it’s good one. 
Or something... 

Nomad is another addition to a long 
line of great space trading games that 
have been produced for the PC. The 
presentation throughout is extremely 


“NOMAD IS ANOTHER ADDITION TO A LONG LINE OF 
GREAT SPACE TRADING GAMES THAT HAVE BEEN 
PRODUCED FOR THE PC. THE PRESENTATION 
"juei=s wee. | | THROUGHOUT IS EXTREMELY GOOD - THE AMOUNT OF 
2 eS | DIGITISED SPEECH THAT THE PROGRAMMERS HAVE 

Scere | | MANAGED TO FIT INTO THE GAME IS COMMENDABLE” 





saying that you can’t get into any big space fights... 


through space can become quite tiring, 
especially because you can’t disable 
these animated sequences. 

One of the best things about Nomad 
is the sheer amount of characters you 
can interact with during the game. Sure, 
a lot of them look very similar (there are 
only about 10 different alien races 
throughout the game), but they all react 
differently to your presence, especially if 
you decide to ‘accidentally’ fire a few 
missiles their way and plunder their 
cargo hold! 

Separate races react differently to 
each other too — the Phelonese hate 
both the Parhump and the Musin and 
will probably toss you aside if you even 
so much as mutter their names. 
Diplomacy is where success is at! 
Trying to keep all the races happy all of 
the time is a bit of a headache, but it all 
adds to the overall aura of the game. 

Lone adventurers are easy prey if 


Space comhat is pretty limited, which doesn’t really matter because trading is more important -not that ’m 
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you feel the urge to blast them. Your 
ship can scavenge debris left by an 
explosion and if you’re lucky you will 
find something of use. Care must be 
taken if you are to live the life of a 
mercenary — alienating entire races 
lessens the odds, of your survival; it’s 
hard enough dealing with the bloody 
Korok without having to constantly look 
over your shoulder to see if there are 
any other vengeful beings approaching. 

Trading is a= safer bet. If 
commodities for trade are a bit thin on 
the ground, sending worker robots down 
to planet surfaces is healthy for 
enterprise. Worker robots are expensive 
but they can harvest anything from rare 
creatures (usually traded as culinary 
delicacies) to useful gasses. Buying 
robot boosters improves their efficiency 
and thus yields a greater harvest — 
these boosters can be expensive but 
are worth their weight in gold. 


good — the amount of digitised speech 
that the programmers have managed to 
fit into the game is commendable. | had 
people walking past me asking if it was 
a CD-ROM product...need | say more? 

| found Nomad very addictive, even 
coming into the office to play it over the 
weekend because (i) | haven’t got a PC 
at home and wanted to get further into 
the game, and (ii) | have no life. 
Although there are better-looking space 
trading games on the market, Nomad 
certainly gives the best a run for their 
money. CORE KK KK 





Your ship destroyed by the Korok scum; you land ona 
desolate planet and climb from your escape pod 
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PC PLAYER ISSUE FIVE 

















more. 


OCEAN/DIGITAL IMAGE DESIGN 
£49.99 

REQUIREMENTS 

DOS 5, 4Mb RAM, 386 33Mhz, VGA, CD-ROM 
SUPPORTS 

Soundblaster, AdLib, Roland Sound Cards, Joystick 


Without a doubt, one of the most 
technically impressive games to be 
released in the last six months has been 
TFX. Combining the elements of flight 
and combat sim with a simpler, more 
arcade feel, this game was responsible 
for pushing back the boundaries of PC 
flight sims just that little bit further. Now, 
with the release of the game on CD, 
there is a lot more room for 
improvement. The thing is that 
the initiative hasn’t been taken, and the 
game has remained relatively 
unchanged. 

The pros and cons of the game 
have been examined in depth way back 
in issue one, so | won’t bore you with 
any of the details. The important things 
to take note of in a case like this would 
be any changes made to the game to 
take advantage of the new media, such 
as speech, enhanced graphics, etc. 

TFX on CD features no such 
improvements. Those of you who are 
familiar with the floppy game will see 
the same version presented here, bar a 
few very minor animated cut scenes 
that weren’t present in the original. The 
music in this CD version has also been 
improved, now resembling a half-decent 
tune that actually fits the mood of the 
game very well. 

The age of the CD-ROM is now 
upon us, but unfortunately TFX hasn’t 
made any great leaps into the fray. To 
all intents and purposes the CD version 
is the same as its floppy counterpart, 
with only minimal changes having been 
made. Of course, it’s still a mighty fine 
example of the state-of-the-art flight 
sim, but it could have been so much 
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TF THE 


CODEMASTERS 

£9.99 

REQUIREMENTS 

DOS 3.3, 640k RAM, 286, EGA/VGA 
SUPPORTS 

Soundblaster, AdLib Sound Cards, 


Steg the Slug is, | would guess, another 
of those games aimed at the younger 
PC user. The game revolves around the 
hero of the title Steg, who must run 
around the various screens and trap 
grubs with which to feed his (or is it her? 
Are slugs asexual?) young, which are 
humorously (?) called t’yungunz. 

This is achieved by blowing bubbles 
and trapping the grubs in them. These 
trapped morsels then start to rise in the 
air, only coming to a halt when they 
come into contact with something sharp, 
say the top of the cave, or when they 
reach a point when they can go no 
further. Steg is able to direct the 
bubbles by blowing them and hopefully, 
after all this, he will be able to 
manoeuvre them to where the young 
are. There are also certain add-ons that 
the slug can make use of, giving him 
bionic legs, scuba equipment and rocket 
packs to name a few. Each level 
requires a certain number of grubs to be 
fed to the kids, and as the game 
progresses, the levels become more 
maze like. 

Steg the Slug is boring. The game, 
even if it was to be aimed exclusively at 
children, would bore most of them to 
tears, and probably put them off slugs 
and, PCs for life. There are some fine 
examples of games like this on the PC, 
and as luck would have it most of them 
are available as shareware, but Steg 
the Slug is definitely not one of them. 


SCORE * 











U PREVIOUSLY AVAILABLE. 


IN THIS SECTION PC PLAYER WILL REVIEW 


SHOOT’EM-UPS, BEAT’EM-UPS...YOU KNOW, 


THE GAMES THAT DON’T REQUIRE TOO MUCH 


THOUGHT, ALONG WITH CD-ROM AND 
UPDATES OF 


GAMES 
Ee 
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US GOLD/NOVA LOGIC 
£24.99 

REQUIREMENTS 

DOS 3.0, 4Mb RAM, 386, VGA 
SUPPORTS 

Soundblaster, AdLib, Roland Sound Cards, 
Thrust Master, Flight Stick Pro 


Over the Edge, the new mission disk for 
Comanche, is essentially an add-on 
disk that throws in over 40 new 
missions divided up into four 
campaigns and updates some of the 
graphics. 

Each campaign in the game can be 
played in any order, but there are four 
missions (the last in each campaign) 
that can only be played when 
everything else has been completed. 
Both the campaigns and the missions 
can be played separately and have no 
bearing on each other whatsoever. In 
Tornado, failure in one mission would 
render future missions much harder, 
but Over the Edge, and Comanche in 
general, don’t follow this rule, giving the 
player as near to total freedom as is 
possible. 

The missions range from having to 
attack subversives in the desert to 
having to cope with snow storms and 
rain, while all the time trying to drive 
back a last-ditch attempt by the enemy 
to land on your shores. There are many 
new vehicles present as well, including 
missile patrol boats and air-cushioned 
landing craft. Aside from the missions, 
there are some new graphical effects, 
with the most spectacular being the 
option to have any object reflected in 
the seas and lakes that are scattered 
around the playing area. There is also 
supposedly some new code on the disk 
to update the terrain-rendering program 
for the original game, but | failed to 
notice much difference. 

As far as playing the new missions 
go, they are a lot of fun. It is really a 
case of more of the same, but for those 
people who enjoyed playing the original 
game, then this shouldn't be a problem. 


SCORE Kk kx 


VIRGIN 
£34.99 
REQUIREMENTS 

DOS 5, 4Mb RAM, 386, VGA 
SUPPORTS 

Soundblaster, AdLib, Roland Sound Cards 


After shifting a serious amount of units 
on the consoles last year, Mortal 
Kombat finally makes its way to the PC. 
After seeing Street Fighter Il a short 
while ago (and being amazed by how 
poor it was), the garden was looking 
decidedly un-rosy for MK. 

Mortal Kombat is a game that is very 
much in the SFIl vein, with seven 
different fighters attempting to prove to 
the world just how jolly hard they are by 
inflicting as much physical damage on 
the others as they can. 

Each fighter is equipped with a 
variety of moves, including the 
obligatory special moves, and the 
famous death move. This particular 
joystick combo caused untold uproar 
(and not a little free advertising for 
Acclaim) when the game was originally 
released because it allowed you to 
finish off an enemy in a variety of 
assorted ways, such as ripping their 
head and spine out and reaching into 
the chest cavity to pull out the beating 
heart. Needless to say, the commotion 
was totally unfounded due to the fact 
that the resolution of the systems the 
game was being played on displayed 
the heart as nothing more than a few 
red pixels. 

The PC version of the game 
features all the original moves, including 
the death moves (still hard to make out 
due to resolution), and retains the 
splattered blood found in the arcade 
game. This is nothing more than red 
pixels flying off the recipient of the 
roundhouse kick. 

Mortal Kombat manages to fly in the 
face of history and comes out smelling 
of roses. The graphics are fast and fluid 
(especially when played on the lower 
detail levels), and the animations used 
in the game are such that the characters 
actually look like they are performing the 
moves, as opposed to just sliding into 
them which was the case of SFIl. 

The only problem with the game is 
that you'll find it a bit tricky completing 
any of the combos with an analogue 
joystick, the game’s crying out for a 
digital pad, but that’s a minor problem. If 
you are after the definitive fighting game 
on the PC, then forget about SFIl and 
go for Mortal Kombat. SCORE *&&*&%& 





SIERRA/DYNAMIX 
£29.99 

REQUIREMENTS 

DOS 5, 2Mb RAM, 386, VGA, Mouse 
SUPPORTS 

Thunderboard, Soundblaster, AdLib, 
Roland Sound Cards 


Sid and Al’s Incredible Toons is best 
summed up in one word; mousetrap. 
Does anyone remember that game? 
You went around the board setting up 
pieces of an intricate mechanism that 
would, when the trap was sprung, 
capture the little plastic mouse. S&A is a 
lot like that game — what you get is four 
different levels of hardness to play 
around with, each with 15 regular 
puzzles and five locked ones that 
cannot be accessed until the rest of the 
problems in the level have been solved. 
Complete all these and a further 10 
become available, which are 
presumably the 10 that will finally melt 
your brain. 

Each puzzle is solved by dragging 
bits out of the grab-a-gadget bin and 
placing them on the playing board. 
Pressing the start button will then set 
the whole thing in motion and you can 
see if you placed the various bits in the 
right positions. It’s a bit like playing a 
Tom and Jerry cartoon because there 
are flying anvils to contend with, as well 
as giant catapults, elephants and Sid 
and Al themselves. 

The graphics in the game look 
suitably cartoon-ish, thanks mainly to 
the programmers using high-res VGA 
as opposed to the normal resolution. 
Everything is well animated and there 
are some fiendish puzzles contained in 
the game. Oh, and did | mention that 
there are 30 different tunes to choose 
from? If you are a fan of Lemmings and 
other such puzzle games (not to 
mention the original Mousetrap), then 
this is going to be right up your street. 


SCORE KKKK 
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21ST CENTURY ENTERTAINMENT 
£37.95 


e 
REQUIREMENTS 
DOS 3.3, 530k RAM, 286, VGA 
SUPPORTS 
Soundblaster, AdLib, Roland Sound Cards 


Personally, | have never seen the point 
of pinball games on a computer. After 
all, it doesn’t cost all that much to trot 
down to your local arcade and play ona 
table for real. Still, people like 21st 
Century obviously believe that there is a 
market for a product such as this and, 
as much as it pains me to say this, it is 
actually an enjoyable game. 

There is a choice of four tables of 
play, each with their own particular style 
of graphics and layouts. Overlaid onto 
these are the usual ramps, bonuses and 
flashing lights that pinball table 
designers seem to have a fixation with. 
Tables with names such as Billion 
Dollar Game Show are, as the name 
suggest, filled with spin the wheel-type 
gadgets and gizmos, interspersed with 
a more than fair share of differing paths 
for the unfortunate ball-bearing to take. 

The three remaining playing areas 
revolve around cars, graveyards 
(OOoohhh!) and a fun-park, all with their 
own unique brand of wild and wacky 
pinball humour. Mention must be made 
here of the maths that the ball uses to 
whiz around the table. The guys 
responsible for the game seem to have 
got things just right, with the ball 
accurately bouncing off flippers and 
bumpers in a very realistic way. 

As | said at the beginning of this 
piece, | don’t normally enjoy computer 


‘pinball games, but as far as Pinball 


Fantasies goes, | could very well make 
an exception to that rule. It’s fast, it’s fun 
and it features some of the best, no...it 
features THE best scrolling found on 
any game on the PC. A veritable hit. 


SCORE Kk KK 





PAGE 59 


ULTIMA 


UNDERWORLD 


MEETS 


PSYGNOSIS’ 


LATEST 


ADDITION TO 


ITS PC GAMES 


CATALOGUE. 


Inside the shoppe you can buy anything from long 
swords to chicken drumsticks. Later in the game you 
will also find shops that sell only magic and potions 


PPADL 


Wizard 


ee | 





Psygnosis 


EQUIREMENTS 
Dos 3.3 Min, 2Mb Ram, 386, VGA, 
Mouse, 3Mb Hard Disk space | 


Soundblaster, AdLib, Roland Sound Cards | 





y the 3D role-playing genre on the 
®verge of an overkill? Some 
people seem to think so, but as 
far as I’m concerned | think they’re 
wrong. This type of game has only 
really started to gain a foothold in the 
gaming world, and the way in which the 
graphics engines have been improved 
upon over the past few months is just 
one testament to the enthusiasm shown 
for the genre. Forgotten Castles, Doom, 
Elder Scrolls; The Arena and now 
Psygnosis’ Wizard — just four new 
games that have all taken this 
approach. 

Doom (reviewed this issue) is less of 
an adventure than the other examples, 
but easily sports the best game engine 
(play it full screen on a 486 DX 66 and 
you'll see what we mean). On the other 
hand, Wizard is a role-playing game of 
true blood, but unfortunately suffers 
because its graphics engine is so bad. 

| played Wizard on a 486 DX 33 with 
a one meg graphics card and while it 
ran fine if the play window was kept 


The sprite scaling used in Fa 
Wizard leaves rather a lot to be | 
desired — in most other games | 
of this type the programmers — 
have at least been able to F 
retain some definition as the 
sprites are enlarged. This is a 
woman’s face by the way.. 


Sleeping will allow your party to recuperate their hit 


points and magic levels. If any of your team are 
starving they will not be able to rest properly 


small, it slowed badly when running full 
screen. On the same machine | can run 
Doom full screen and it runs much 
faster and smoother than Wizard played 
on the smallest screen setting. To be 
brutally honest, the Wizard graphics 
engine is woefully below par. If this 
game had been released a couple of 








S ns = NISSILE 


Expanding the view to full screen slows the game 
down dramatically but increases your field of vision. 
It’s the price you pay for a clearer view 


The shortcomings of the graphics 
engine can, to some extent, be ignored 
as you explore the dungeons and 
marvel at the repetitive nature of 
your environment. The texture maps 
throughout the first part of the game are 
unimaginative as are most of the 
puzzles that bar your path. 


“WIZARD IS A ROLE-PLAYING GAME OF TRUE BLOOD, BUT UNFORTUNATELY 
SUFFERS BECAUSE ITS GRAPHICS ENGINE IS SO BAD” 


years ago (before the first Ultima game 
for example) then it would no doubt 
have raked in a few awards, but as 
it stands now it looks terribly dated 
compared to its nearest rivals. 


belongings is one good way of earning cash 


Choosing a new spell costs money — a sort of gift to the gods as it were. Killing monsters and plundering their 


Taking control of a party of four 
warriors, your quest is basically to 
romp through the dungeons, fighting 
monsters (we’re told there are around 


500 of the blighters) and building up 













Some of the puzzles in the game do show some use of 
imagination, but any enjoyment to be had is soon 
destroyed by the awkward combat system 


your arsenal. There are shops in which 
you are able to upgrade your equipment 
and buy food supplies, and scattered 
throughout the maze of corridors you 
will find the odd bed or two tucked away 
in a corner. These beds are the only 
places where you are allowed to rest 
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Sees HOSE Theven S MST 
The automap facility is well implemented and easy to 
understand. If you are unsure as to where you are, 
you can call it up at any time 





individual character inventories, hand 
icons (holding readied weapons) and 
spell books. Movement throughout the 
caverns is achieved through use 
of either the cursor keys (as in 
Shadowcaster) or the mouse cursor (as 
seen in the Ultima Underworld games). 


“UNFORTUNATELY PSYGNOSIS HAS PICKED UP A BIT OF A DUFFER WITH 
WIZARD. THE RATHER GENERIC NATURE OF THE GAMEPLAY WOULDN'T MATTER 
SO MUCH IF THE GAME WAS ACTUALLY INTERESTING TO PLAY” 


your party — sleeping recovers hit and 
spell points, but only if your characters 
are well fed. Useful features such as 
auto-map and RAM save (press R and 
the game is automatically saved to 
RAM) can also be employed to help 
exploration. 

Thankfully, there is little need to 
battle with the player interface provided 
with Wizard. It’s pretty much a standard 
type of interface that is employed, with 


een DETAIL VERSUS SPEED 





On the lowest detail level the ceilings 
omitted. This does speed things up considerably but 
looks as though the room is suspended in deep space 


The opportunity to use either control 
method is a welcome addition. An 
intelligent use has been made of the left 
and right mouse buttons, enabling 
simple functions such as eating to be 
executed with ease. Picking objects up 
from the dungeon floors is another 
matter altogether and on numerous 
occasions | found myself fighting with 
the controls just to pick an apple from 
the floor! 





Ceiling. Again, the speed difference is noticeable but 
presentation does suffer 





The stairs to the next 
level! It feels so ominous 
to find the entrance to the 
4} next level — you never 
know what will be waiting 
down there... 





My biggest gripe with Wizard is with 
the combat system — not so much with 
the use of offensive magic spells, but 
more to do with the way hand-to-hand 
combat is executed. | found it confusing 
in the heat of close combat to ascertain 
what (if any) damage | was inflicting 
upon the enemy. If one of your 
characters attacks with a sword, you 
don’t see the sword swing; you don’t 
see anything in fact. You can attack by 
clicking on the automatic combat icon 
or, as far as I’m aware (the instructions 
are vague), by clicking the cursor on the 
enemy itself. While the automatic 
combat icon is depressed, your 
characters hack away at the enemy until 
either it or they die. It is a truly awful 
combat system and will definitely need 
some attention if the programmers 
intend to use this game engine in any 
subsequent capacity. 

Psygnosis has picked up a bit of a 
duffer with Wizard. The rather generic 
nature of the gameplay wouldn’t matter 
so much if the game was actually 
interesting to play, but it isn’t. | love 
RPGs and tried hard to like this game, 
but unfortunately Wizard is a poor 
man’s RPG that would probably 
feel more at home in a shareware 
catalogue. { * 







i floors, ceil gs, 
ornaments, etc. Running on full detail should be no 
problem as long as you play with the smaller window 


Hidden within the 
twisting corridors 
can be found a 
number of arcane 
magic shoppes 
dealing only in 
magical curios. If 
there’s a spell you 
need, they will no 
doubt stock it 





Your dead father, 
played by Donald 
Sutherland, is there to 
aid you on your 
journey. If you are 
stuck, click on the 
Dad icon 








A NIGHT ON THE COLD STREETS OF MOSCOW 
hy 


SEARCHING FOR CORRUPT KGB MEMBERS IS NOT: 


Paul 


THE SAFEST JOB IN THE WORLD - ESPECIALLY IF 


Mallinson 


YOU ARE A KGB MEMBER YOURSELF... 


oN 


Conspiracy CD 
SOFTWARE HO! 
Virgin Interactive 


£39.99 


Dos 3.0 Min, 4Mb RAM, 386, VGA, 
Mouse, Double-Speed CD-ROM 


Soundblaster, AdLib, Roland Sound Cards | 








KGB (or the Committee for State 

Security as it is sometimes referred 

to) was the most feared and 
pervasive intelligence-gathering network 
in the world — it literally controlled the 
lives of Soviet citizens from birth to 
death. Watch any espionage movie and 
you will always find an ‘evil’ KGB agent 
lurking in there somewhere. 

As the player, you are cast in the 
role of GRU (don’t ask me what that 
means — entries on a postcard to the 
usual address) Captain Maksim Rukov 


Uile creatures of Satan! 
Lascivious succubi! 





When all else fails you can always pull out the ‘mother’ gag — it breaks the ice at 


parties 


who has mysieriously been transferred 
to Department ‘P’ of the KGB Second 
Directorate in Moscow. No! Not 
Department ‘P’! 

Department ‘P’ was formed as the 
Cold War began to ease its stranglehold 
on world politics, and was introduced to 
investigate possible cases of KGB 
corruption. Any highly secretive 
intelligence movement is going to have 
its fair share of corruption and it is your 
job to weed it out and report it to your 
superiors. 

To begin with you are given the 
simplest of missions; to discover the 
murderer of a private detective called 
Golitsin. This Golitsin guy was once a 
KGB agent and may have been involved 





the point-and-click adventure genre. An 
intelligent cursor, moveable by a 
mouse, reacts to certain locations within 
the screen. If this cursor moves over an 
important area of the screen it will flash, 
indicating the presence of a hidden 
object or piece of information. Clicking 
on these interactive areas will more 
often than not reveal something 
which could be of aid to your 
investigations. 

The cursor can be disabled in favour 
of a more manual type of control; 
clicking the right mouse button will bring 
up a small pane! of buttons each with a 
purpose (such as look, take, or fight). 
This option to choose between 
intelligent and manual cursors is 


“THE GAME INTERFACE OWES MUCH TO THE POINT-AND-CLICK ADVENTURE 
GENRE. AN INTELLIGENT CURSOR, MOVEABLE BY A MOUSE, 
REACTS TO CERTAIN LOCATIONS WITHIN THE SCREEN” 


in corrupt dealings with the local 
Moscow Mafia. Once inside Golitsin’s 
flat you are required to come up with 
any clues that will lead you towards a 
result. 

The game interface owes much to 





strictly real-life stuff 


something that hasn’t been seen in 
too many games of this sort before — it 
is a commendable implementation on 
the part of the programmers and 
something that | hope other game 
designers will choose to employ in their 





















Debriefing wit 
your superiors ca 








be a trick 
business because ® 
Graphically, these if you report 
close-ups are stunning. anything badly or 
The graphic designers answer incorrectly 


he will throw yo 
out of the KGB 3 





and artists have really 
worked character into 
these Russian faces 








Travel through the 
streets of Moscow 
by day, and you 
are greeted with 
this cheery 
picture 


What can I do for you? 


Travel by night 
and the sky is lit 
up by subdued 
architectural 
lighting (try saying 
that with a 
mouthful of 
marbles) 
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adventure games in the future. Travel 
from location to location is achieved by 
clicking the cursor on any visible doors. 
Once over a door, the cursor changes 
from ‘look’ to ‘go’ indicating your right of 
way. An auto-mapping facility is also 
included to help you find your way 
around. 

Any useful items found during your 
investigations are automatically added 
to your inventory. The inventory screen 





tegether using a rather pixellated FMV 
(full-motion video) routine and star the 
one-and-only Donald Sutherland. The 
truth be told, these video sections are 
pretty embarrassing — although they 
are helpful at times, Sutherland’s 
performance:is cold and uninteresting 
and adds nothing to the eerie 
atmosphere of the main game. It’s a 
shame really; the concept of a big name 
actor appearing in a computer game is 


“CONSPIRACY IS A NOVEL TWIST ON THE POINT-AND-CLICK 
ADVENTURE THEME THAT OFFERS FAR MORE VARIATION AND SCOPE THAN 
MANY OF ITS COMPETITORS” 


is capable of holding a fair number of 
items and can be accessed by clicking 
on the central icon at the bottom of the 
screen. One important feature found 
within the inventory screen is the help 
icon; clicking on this will reveal an 
image of your dead father. His ‘ghost’ 
follows you wherever you go and can 
provide useful information if the time is 
right. 

These help sequences are all put 


/ ae itis attenpt doesn7* appear coe 
hawe produced anu significant 


a dustbin! 





If there’s one thing a spell in the KGB teaches you, it’s that if all else fails, hide in 


still relatively new and unexplored and 
has yet to be fully exploited. It may still 
be some time before we are treated to 
great performances from a computer 
game actor. 

Although the FMV is nothing to write 
home about, the game itself is cleverly 
constructed and enjoyable to play. 
Talking to any of the many characters 
you will encounter in the game is 
enjoyable and the conversations you 





This large apartment block must surely house someone who’s got the information | 
need — finding them will be a problem 





enter into are both engrossing and 
thorough. Character graphics through- 
out are very similar to the ones found in 
Dune — the fact that Cryo (the people 
responsible for both these games) used 
the same technique in Conspiracy 
comes as no surprise; the pre-drawn 
and digitised graphics are extremely 
effective. 

Solving the crime may take some 
time because the more clues you 
unearth, the more complex your 
investigation becomes. There are a 
number of cases to crack during the 
game, some of them require a lot of 
investigation and deduction, others are 
relatively simple. Conspiracy is one 
game that is definitely not going to be 
cracked overnight. 

This game is a novel twist on the 
point-and-click adventure theme that 
offers far more variation and scope than 
many of its competitors. The scenario is 
original and the execution exemplary — 
it’s just a pity that the much talked about 
Donald Sutherland sections don’t live up 
to the hype. kk 
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PC PLAYER ISSUE FIVE 


Building 


PRODUCT 
Berrick 
ec : ps = gh FO SOFTWARE HOUSE 


Grandsiam 


Leisure ao See ee 

Centre ene % ha BAe cae REQUIREMENTS 

Mite eee ate : Dos 5.0 Min, 2Mb Ram, 386, VGA, 
bs 10Mb Hard Disk space, Mouse 


SUPPORTS 


Soundblaster, Gravis Ultrasound Sound Cards 


dChorch- > ‘ 


the future. Eventually mankind will 
colonise other planets, but will we 
Medicine: i : : ‘ales ever meet intelligent life-forms or 
ye ae a ll even semi-intelligent life-forms like 
: : Scousers? Is their knowledge of 
technology vastly superior to ours? Do 
they have McDonalds selling the hyper- 
galactic Mac — eight dog-burgers 
crammed inside a bap, covered with 
limp lettuce, gherkins and a sauce 
textured like cat vomit, all for the 
bargain price of 387 Drokmids (or 546 if 
you want the Happy Meal with free time 
machine)? 

Burger King is far more popular in 
the Reunion universe, but even that is 
second choice to a bloody space battle 

; followed by a few jars in the local pub. 

fh Vehicle Things aren’t looking too bright in the 

1% plant future — the Terrans have left our solar 

: system and have shacked up in a 

distant galaxy on the planet New Earth, 

but have now decided they want to 

reunite with the old Earth. Unfortunately 

they lost all their interstellar spaceships 

Pe tie SSC and can’t travel the 3,000 or so light 

: ’ Food Resources. : : : : : ; years back to Earth. As the president 
: os : a WS you have to sort this mess out. 


A often wonder what it will be like in 





SPACE-AGE CIVILISATION MEETS 





MASTER OF ORION AS GRANDSLAM 


anog 


ATTEMPTS TO REUNITE THE ENTIRE 


amet 


UNIVERSE, You win some, you lose some. It’s not a pleasant sight when an invading alien takes over your base, ending your 
life rather abruptly with a couple of laser blasts. Victory, on the other hand, is glorious and is the only way you'll 
conquer the dangerous Morgul raiders 





By the time you reach Old Earth you’ll| 
have invented loads of different] 


objects, ranging from powerful 
plasma cannons, Hunter space attack 


Craft to radiation fields that protect) 


your colonies. Before you can build 
the objects they must be first 
invented by your developers 


So far only the bare essentials exist 
in your colony on the barren rocky 
landscape of New Earth — a few 
housing blocks, a hospital and a couple 
of mines which dig up precious ores 
from deep within the planet’s core. 
Standing alone in the control room, it’s 
about time someone was hired to help 
you out — after all, Mr Major doesn't 
make all the governmental decisions 
without a little help from his friends. 
Clicking through the game menu at the 
top of the screen brings up an icon 
depicting a few people standing around. 
Entering this menu unveils a selection 
of advisors who will aid you in the quest 
for reunification. 

The first advisor you'll need is a 
developer, whose role is to invent new 
equipment to keep your colony 
advancing at a steady rate, providing 
he’s paid enough. The builder, given 
time, will construct anything as long as 
the blueprints have been previously 
drawn up by the developer. The pilots 
will fly any ships constructed, while 
finally the warrior will lead your colony 
to victory in space combat. 

Initially there is very little around to 
threaten your existence, so don’t bother 
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stuffed — you can’t mine precious ores if 
you haven’t got the damn ores needed 
to build the miners! The robots can now 
be sent to the mines where they'll dig 
for ores. 

New mines and other buildings must 
be built to keep the planet in line with 
the advancing technology. Progress 
reports occasionally appear stating the 
needs of the colonists. Hospitals are 
always in short supply and don’t forget 
to give the Terrans something to do — 
maybe a sports stadium or something. 
Now this may all sound identical to Sim 
City, but it is less complicated. You 
don’t have to worry about placing 
residential areas next to an industrial 
zone or even connect everything 
together with power lines, you just 


“IN THE INITIAL STAGES OF REUNION ALL THERE IS TO DO IS SIMPLY INVENT, 
EXPLORE AND KEEP THE COLONISTS HAPPY - EASY. 
THAT IS UNTIL THE ALIENS ARRIVE” 


hiring an army until contact with alien 
life-forms is made. Each of the 
commanders is rated on their skill, with 
their hire cost differing accordingly. 
Either fork out for a decent advisor at 
the beginning of the game or start at 
the bottom, choosing a fresh-faced 
young thing and sending them to 
university to improve their skills when 
the appropriate time comes. 

Once the commanders have been 
assigned the game starts to flow, albeit 
like treacle from a jar. Reunion is a 
strategic beast so don’t expect heart- 
pounding all-action space combat. This 
game is deeper than Barry White’s low 
notes and it'll take more than a few 
hours of solid play just to scratch the 
surface of the unknown universe. But 
first the sky is the limit, so leave the 
galaxy well alone for the time being. 

Switching over to the research 
laboratory, a mining droid (to extract 
ores from the ground) must be planned 
by the developer and then consiructed 
by the builders. This takes time, and at 
this point you can either nip out to the 
kitchen to make a quick cuppa, or select 
the accelerate time option which speeds 
up the laborious process of production. 
Thankfully you have the ‘correct 
resources in store to enable you to 
make a few droids, otherwise you’d be 


select a building and dump it on the 
ground. Seconds later (with the help of 
time advance) the building sprouts up. 
It's all very well staying on New 
Earth for the first few years but soon it’s 
time to start venturing further afield. 
Construct a satellite and launch it into 
space to send back data on any nearby 
planets, stating whether the planet is 
capable of supporting life and which 
minerals and ores can be extracted 
from the ground. This method of 
throwing the satellites into space and 
letting them drift to their destination is 
fine for nearby moons, but satellites 
carriers must be used to transport them 
to distant solar systems. But wait a 





To actually get New Earth up and running you need to 
mine ores and minerals from the planet’s surface. 
However, you’ll get nowhere without the aid of the 
mining droids developed by one of your hired 
commanders 











minute...they haven’t been invented yet, 
so it’s back to the drawing-board for the 
developer as he continually works on 
new inventions which can then be 
constructed and used. As the president 
of New Earth it’s really up to you to 
oversee the production line and make 
sure everything is running smoothly. In 
the initial stages of Reunion all there is 
to do is simply invent, explore and keep 
the colonists happy — easy. That is until 
the aliens arrive. 

The first alien life-forms that crop up 
dwell on the nearby planet of Jade. 
They’re a friendly bunch but you have a 
few problems with communication, so 
get the developer boffin to create a 
translator to enable you to swap idle 
chit-chat and brass-rubbings. Ask nicely 
and they’ll even give away the plans for 
their advanced star fighters and 
freighters with hyper-space drives, 
which can catapult ships into other 
systems. 

Old Earth is eight solar systems 
away, so there are plenty of planets to 
explore and approximately 16 alien 
species to interact with on your way 
home. Unfortunately these include the 
Morguls, a bloodthirsty race of creatures 
which wage war on the Terrans as soon 
as they discover their system. It’s 
probably a good idea to hire an army 
commander about now, and to start 
constructing both space fighters and 
ground assault vehicles. Small fighters 
are perfect for defending your planet, 
but to launch an offensive attack on the 


Morguls a carrier must be used to 
transport your troops to the battle 
scene. > 





Before journeying to a distant planet, check out its 
suitability for colonisation with a satellite. Data 
retrieved includes the nature of the planet’s surface, 
any life-forms present and the ores found 
underground 


















(Left and Below) Planet 
surfaces vary, as do the 
minerals that can be 
extracted from the ground. 





| Before you can dig the ores 
up you must first build a 


| mining station and equip it 





with a few mining droids 











































»> The results of the space battles are 
worked out automatically, the victor 
being determined by the size and 
strength of both forces. A small radar 
indicates the location of all the fighters, 
while random cinematic sequences 
show the outcome of the battle. When 
the space battle draws to a conclusion, 
the invading force has the option to 
attack the planet surface. Ground forces 
are dispatched, with tanks, missiles 
launchers and aircraft being viewed 
from above, friendly forces appearing 
on the left and the invading aliens on 
the right. Order each vehicle to attack, 
defend or retreat, then watch as it 
trundles across the screen spewing out 
streams of laser fire. 

Fighting your way across the eight 
systems is just one of the ways of 
making it back to Old Earth. 
Alternatively you could take a passive, 
diplomatic outlook and simply talk your 





(Below) This is the main game screen, with all your 
advisors standing around the star map in the centre. 
Click on each person for advice or use the line of 
icons at the top to control your ever-increasing forces 


i Hi off | ae } ice 


important but so are the people who 
work for you. 

According to Grandslam, this game 
will take well over 40 hours to complete, 
even when you know what to do. Now 
that’s all very well if there are lots of 
exciting things to do, but unfortunately 


“IT DOESN’T HAVE THE INNOVATION OF SIM CITY OR EVEN THE VARIATION 
AND SIMPLICITY OF MASTER OF ORION. REUNION IS REALLY JUST A MISH- 
MASH OF OTHER GAMES, ONLY NOT QUITE AS GOOD” 


way across, occasionally fending off 
invading Morguls. It’s really up to you 
how to control New Earth and any 
colonies recently constructed — 
providing the colonists are kept happy, 
everything should run fairly smoothly. 
Just don’t do anything stupid like 
doubling the taxes — | know income is 


there isn’t really that much variation in 
gameplay from the fourth system 
onwards. Of course there are new 
inventions, new planets and even new 
aliens, ‘but there’s nothing which 
inspires you to play more. You’ll find 
the process of inventing, using and 
exploring soon becomes second nature, 














(Below) This is the space combat screen. The radar 
on the left indicates the position and numbers of both 
friendly and enemy spacecraft, while on the right 
cinematic sequences depict the bloody battle 


so after a while you don’t really have to 
concentrate on what you’re doing. 

In terms of presentation, Reunion is 
good. It may not be the best-looking 
game on the PC, but it does contain lots 
of excellent still pictures and the combat 
animation looks good too. The icons 
have been neatly laid out so they’re 
functional, which is vital in a completely 
mouse-driven game of this type. The 
sound is suitably atmospheric in places 
and is accompanied by snippets of 
clear digitised speech when you 
operate the computer. It all adds to the 
game’s atmosphere, which is certainly a 
plus. 

But | can’t help thinking the game is 
slightly lacking. It doesn’t have the 
innovation of Sim City or even the 
variation and simplicity of Master of 
Orion. Reunion is really just a mish- 
mash of other games, only not quite as 
good. While | enjoyed reuniting the New 
Earth system, | found the task of joining 
together all eight systems just a little 
tedious. SCORE xK** 








The pub is always a good place to gather information, 
as a little (or a lot) of alcohol loosens the tongue. The 
barman is always helpful providing you order a drink, 
but the informer charges more for any knowledge he 
has to offer 
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CONCENTRATING MORE ON THE ANCIENT ART OF DOGFIGHTING 


RATHER THAN THE MASTERY OF COMPLEX CONTROLS, 


MINDSCAPE’S EVASIVE ACTION AIMS TO BRIDGE THE GAP BETWEEN 


FULLY FLEDGED FLIGHT SIMS AND SHOOT’EM-UPS. 
































MPC flight sim is moving along 
Mat a pace that seems almost 


=) EM unstoppable. In the good old days 


when all you had to worry about was 
whether your computer had ‘XT’ or ‘AT’ 
after it, flying a computer plane meant 
whacking up the throttle, retracting the 
landing gear and sitting back while the 
simple four-coloured landscape went 


complexities of something like ATP, or 
the sheer amount of controls and ‘real’ 
flight systems found in sims such as 
Falcon 3.0 or Tornado (I should know, | 
am one of those fanatics), but there are 
people out there who don’t wish to 
know how to operate the Falcon’s radar 
with a skill that would rival a real 
pilot. Instead, these people want to 


eect os] —e - 7 = juddering by below you. Nowadays, the experience the excitement of engaging 

PRICE PC pilot has ILS and NDBs to worry _ in dogfights, twisting and turning, while 

The light-sourcing - £39.99 | ~ about, radars and weapons systems _ all the time attempting to get on your 

used throughout mn = | - that rival the real aircraft in their | opponent’s six and sneak a missile up 

the game is | REQUIREMENTS complexity and enemies that are almost __ its tailpipe. For this type of sim fan, it 

— Nowhere rn Dos 5.0 Min, 2Mb Ram, 386, VGA as intelligent as a real human opponent appears that the small, seemingly 
is this more 


apparent than in 
the space section 
of the game, as 


you can see here 


SUPPORTS 


iq 





Soundblaster, AdLib, Roland Sound Cards 





(notice that | said almost!). Couple all 
this with so-called military-spec flight 
models that require what amounts to 
another computer to run properly, and it 
starts to get increasingly difficult to 


insignificant niche that | was talking 
about earlier is about to be filled. 
Evasive Action, the new game from 
the people that brought the world Mega 
Fortress (perhaps a little too realistic 


“THE AIM OF THE GAME IS TO GET INTO THE COCKPIT, 
SCAN THE SKIES FOR YOUR ENEMY AND GET IN CLOSE ENOUGH TO SCORE A 
KILL WITH EITHER CANNONS/VERY SHORT-RANGE MISSILES OR, 
IN THE CASE OF THE FUTURISTIC SCENARIO, LASERS” 


distinguish the fantasy world of the PC 
from the real world of the military pilot. 
So where is all this leading to then? 
Well, for a long time now there has 
been a niche in the PC flight sim market 
that has been left relatively unfulfilled. 
It takes a special kind of fanatic to 
actually enjoy the intricate navigation 


and boring for its own good), attempts 
to stem the flowing tide of hyper-realism 
that is currently threatening to swamp 
the flight sim market by introducing a 
simpler approach to flying and fighting 
in a variety of different fighter aircraft. 
Gone are the multiple keyboard 
commands to lower flaps and engage 





the weapons system, missing is the 
high-fidelity and ultra-realistic radar 
that we are all now familiar with. 
Conspicuous by their absence are the 
modern and sophisticated A-A missiles 
that, with ranges in the region of 15 to 
25 miles, limit air-to-air engagements to 
BVR skirmishes due to the extreme 
stand-off distance that is needed to 





pilot a futuristic craft that looks not 
unlike the spacecraft from Blake’s 7 
(anyone remember that?). The player 
has a choice of flying either craft of the 
period so that, for example, you are not 
just limited to flying the American 
machine during the Second World War. 

When first getting into the cockpit, 
you'll notice a distinct lack of gauges 


“FOR THOSE PILOTS USED TO FACING BANKS AND BANKS OF IMPRESSIVE- 
LOOKING EQUIPMENT COUPLED WITH THE LATEST RADARS AND RWRS, THIS IS 
GOING TO SEEM A LOT LIKE RIDING A BIKE WITH YOUR EYES CLOSED. THE 
NAME OF THE GAME HERE IS SIMPLICITY - THE ONLY INSTRUMENTS ON 
DISPLAY ARE THOSE THAT YOU ACTUALLY NEED TO FLY AND FIGHT” 


establish and maintain a good lock. EA 
is a flight game (notice that | didn’t use 
the word ‘sim’ here) that allows you to 
put into practice all those clever flying 
tricks that you couldn’t quite pull off in 
Falcon 3.0, due to the fact that you were 
carrying four Mk84s and an external fuel 
tank. The aim of the game is to get into 
the cockpit, scan the skies for your 
enemy (which isn’t that difficult as it has 
a big red ENEMY logo superimposed 
over it on your HUD) and get in close 
enough to score a kill with either 
cannons/very short-range missiles or, in 
the case of the futuristic scenario, 
lasers. 

The game starts with the choice 
of four time zones to fight in, each 
featuring aircraft representative of the 
time period. World War | gives you 
Sopwiths and Fokkers, WWII Zeros and 
Hellcats, the present day allows you to 
fly the F/A-8 or the incredible MiG-29, 
and the future gives you the chance to 





This is quite an early version of the game, but as you 
can see there are still plenty of targets just waiting 
for a quick burst of machine-gun fire ta make their 


day 


and dials. For those pilots used to 
facing banks and banks of impressive- 
looking equipment coupled with the 
latest radars and RWRs, this is going to 
seem a lot like riding a bike with your 
eyes closed. The name of the game 
here is simplicity — the only instruments 
on display are those that you actually 
need to fly and fight. In the early aircraft, 
such as the Sopwith, there is no radar. 
What there is instead is a small screen 
in the bottom-left of the cockpit called 
the locator screen, which gives you a 
close-up of the enemy no matter how 
far away it is, allowing you to check on 
its movements and see at a glance 
whether or not it has launched a missile. 

Coupled with this CCTV coverage, 
there is also an arrow that points to a 
position in 3D space, depending on 
where the opponent is. It’s then 


relatively easy to figure out which way 
to turn to face the other plane. In the 
modern aircraft you do have a radar to 





The stunts found throughout the game are of the 
barnstorming type, whereby the pilot must attempt to 
fly through, between, over and under certain 
obstacles put in his path 





EVASIVE ACTION 


The options screen features 
a pictorial representation of 
both the plane you’re going 
to fly and the aircraft that 
you'll be up against. What 
you can’t see from this still 
is the way in which they are 
Spinning smoothly, complete 
with accurate light-sourcing 
coming from the lights in the 
background 





Get the other craft in your sights, then show him just 
what kind of damage a C02 laser can do 





play with, but it is nothing more then 
a ‘god’s eye’ view, showing the other 
plane and any stunts that can be 
attempted (more of that later). 

The actual dogfighting is simplistic 
but, perhaps surprisingly, also a lot of 
fun. The flight models used in the game 
claim to be fairly detailed, but anyone 
who has flown any of the ‘real’ 
simulators on the market will soon 
realise that they have been simplified so 
that the only realistic limiting factor that 
has been programmed in is speed 
bleed-off when climbing. The flight 
models do not take into account things 
such as weight and altitude, and there 
seems to be an inexhaustible supply of 
fuel available for flying with, meaning 
that the emphasis has been shifted from 
the more mundane procedures followed 
inymost sims to one of total combat. > 





The aircraft look excellent, thanks mainly to the 
shading used to give them that extra feeling of depth 
and realism, but also because of the light-sourcing 
found in the external views 


No LCOS, no HUD, 
no computerised 
help whatsoever. 
In this battle it’s 
all down to eye 
work and sheer 
pilot skill 


PAGE 69 











The MiG-29 is 
one of the most 
manoeuvrable | 
aircraft in the 
world. It is 
| capable of 
| incredible feats, 
including the 
| famous Cobra 
and Tailslide 
stunts. It is not, 
as far as | am 
| aware, capable | 
of flying straight 
up at an angle 
of 90 degrees, 
| bleeding off =| 
airspeed until it 
stops and then 
falling back | 
down to earth at | 
the same angle 
that it went up 
(look at the 
airspeed gauge 
in the HUD). Is 
this a case of 
the simplified 
| flight model that 
1 was talking 
about earlier? 


ae Se) 











| 
| 











» One of the things that limits most 
dogfights and will to a certain extent 
decide who walks away and who 
doesn’t, is the ability to pull high Gs for 
long periods of time. EA simulates both 
blackouts and redouts, but again the 
actual authenticity of these reactions is 
a little simplified. Due to there being no 
indication of how many Gs you are 
pulling available either on the HUD or 
on the instrument panel, things can start 
to get a little tight. Before you know 
what’s happening, the screen has gone 
black and your plane has hit the ground. 
If you are going to put in a feature such 
as G-LOC then it is also important to 
include some kind of gauge to allow the 
pilot to see just how hard he’s 


manoeuvring. This is one area of the 
game where the simplicity maxim has 





The graphics that you can see in the canopy of the 
spacecraft are there to help give the pilot a sense of 

both movement and direction. Without them, it would 
be nigh on impossible to figure out just what you are 

doing 


been taken a little too far at the expense 
of another feature. 

Entering into a turning fight with an 
enemy gives you ample opportunity to 
practice the kind of manoeuvres that the 
textbooks tell you to perform in order to 
get onto your opponent’s tail. Due to the 
airplane graphics being silky smooth 
and the ground detail being kept to an 
absolute minimum, the whole thing 
moves at an almost blistering pace even 
on some of the less powerful machines. 
Add this to that the fact that the enemy 
pilots seem to have a fairly astute sense 
of situational awareness (meaning that 
they perform manoeuvres both in the 
vertical and the horizontal plane), and 
the whole area of fighting becomes a lot 
more of a challenge. 

To make things that bit easier when 
dogfighting, there are numerous outside 
tracking views available so that if the 
other plane should disappear from your 
front point of view, it’s an easy matter to 





scenes, with F1 bringing you back into 
the cockpit. This simple approach to 
keys also means that there are only a 
few presses needed to arm and target 
weapons. While the more die-hard flight 
sim fans among us may frown upon 
this, there is no doubt that it makes the 
whole process of targeting and firing a 
missile a whole lot easier. 

Aside from engaging in a spot of air- 
to-air combat, there is also the 
opportunity to have a go at a few 
barnstorming stunts, which if performed 
correctly will replenish dwindling stocks 
of weapons and fix any damage that 
may have occurred thanks to your 
enemy’s accuracy with the cannon. 
These party tricks invariably require you 
to fly your plane into spaces that 
wouldn’t accommodate a cat in the first 
place, let alone allow you to swing it, 
and perform high G stunts. It’s all done 
for fun and works surprisingly well. 

One of the more unusual features 


“ONE OF THE UNUSUAL FEATURES FOUND IN THE GAME IS THE OPTION TO 
HAVE TWO PLAYERS PLAYING AND FIGHTING TOGETHER, 
ON THE SAME COMPUTER” 


switch to the tracking view and figure 
out where in relative space the enemy is 
to you. Like all other aspects of the 
game, simplicity is the key word when 
using the views. There is only one key 
used to cycle through the outside 





Some of the stunts are tricky enough when flying ina 
low-powered aircraft, like the Camel or the Fokker, 
let alone when flying a high-tech MiG or equivalent. 
Try squeezing through the gap underneath the oil 
platform at speeds in excess of Mach 1.5 


found in the game is the option to have 
two players playing and_ fighting 


together on the same computer. This 
isn’t a new idea (it was being done on 
the C64 way back in the mists of time in 
a game called ACE 2) and what the 





The lock-on procedure for a sidewinder in EA is pretty 
much the same as in any other combat sim. Like the 
aircraft themselves, the missile envelopes have been 
modified, giving you a greater chance of scoring a 
kill 














It’s not quite in the same league, size-wise, as the 
cities found in Strike Commander, but in SC you can’t 
fly between the skyscrapers and hurtle down the 
street at Mach 2! 





game effectively does is split the screen 
into two separate playing areas. One 
player then controls the action on the 
right of the screen, with the other player 
taking control of the left side. The only 
drawback to this way of thinking is that 
you need a pretty powerful PC to keep 
things running at the speed you’ve 
become accustomed to. 

Although not featuring a great 
amount of ground detail to speak of, 
there is still a fair amount of graphic- 
intensive number crunching to be done, 
due to the fact that the planes all feature 
that oh-so commonly used technique of 
gouraud shading to round off their 


Landing on a carrier is made a lot easier due to the 
simpler flying characteristics that the aircraft exhibit. 
That said, I’ve still managed to take an early bath on 
more than one occasion 


angle to tack on the problem of flying 
against a human opponent. As well as 
this spilt-screen choice there is still the 
familiar modem link-up which will solve 
(nearly) all your problems in one fell 
swoop. 

Evasive Action is a dogfighting 
game that really allows you to get stuck 
into the thick of it. There are few 
keyboard commands to learn, enabling 
the prospective Top Gun graduate to 
fully concentrate on pulling off the 
perfect vertical scissors and scoring a 
kill. It is this simplicity which makes the 
game so much fun to play, even for 
those of us (myself included) who 


“EVASIVE ACTION IS A DOGFIGHTING GAME THAT REALLY ALLOWS YOU TO GET 
STUCK INTO THE THICK OF IT. THERE ARE FEW KEYBOARD COMMANDS TO LEARN, 
ENABLING THE PROSPECTIVE TOP GUN GRADUATE TO FULLY CONCENTRATE ON 
PULLING OFF THE PERFECT VERTICAL SCISSORS AND SCORING A KILL” 


pointy bits and make them look more 
like planes. Couple this with light- 
sourcing on the aircraft’s external views 
(which, incidentally, is stunning), and 
the amount of data being shunted 
around the screen starts to rise 
dramatically. Playing alone, this doesn’t 
present too much of a problem (it’s still 
silky smooth on a 486SX25), but 
doubling up on a lower spec machine is 
going to cause the whole thing to slow 
down. Of course, the strengths of flying 
against a friend do tend to outweigh this 
slight drawback, and it is an interesting 





usually prefer our sims to be a tad more 
complicated and realistic. For long-term 
playability it isn’t going to present the 
real sims with any serious competition, 
but then | don’t think that was the 
original idea anyway. This is a game to 
get out when the complexity of life 
becomes too much to handle and all 
you want to do is shoot something 
down. It is a beautiful game to look at, 
and thanks to the impressive frame rate 
it is one that plays excitingly. 

For those Falcon 3.0 pilots who are 
loathe to look at anything unless it 


to reach the upper atmosphere, without ever having to 
worry about jettisoning external stores 


Thanks to the oversimplified flight models, you too 


can take the F/A-18 into a vertical climb and attempt 


comes with a 300-plus page manual, 
then this may come as a pleasant 
surprise. Its real strength lies in the fact 
that you don’t need a modem or another 
computer to play against another 
human opponent — it can all be done 
from the single machine. If you like to fly 
fighters but don’t like the idea 
of learning a hundred keyboard 
commands and complicated flight 
procedures, then Evasive Action is 
certain to fit the bill as far as you’re 
concerned. Even for those people who 
think that they could almost fly the real 
thing, this is still worth a look because of 
the high enjoyment factor. So go on, put 
down the manual and the keyboard 
summary card and engage in a bit of 
Evasive Action. You never know, you 
might even enjoy it. SCORE **** 






Launching from 
the carrier is (in 
keeping in with 
the rest of the 
game) simplicity 
itself. Hit return 
once to launch the 
catapult, then hit 
it a second time to 
raise the 
undercarriage. It 
makes Tornado 
look stupid, 
doesn’t it?! 














The last place you 
want your opponent to 
be is on your six, but 
that’s just what’s 
happened here. 
Luckily, there is no 
ground to crash into 
in space so it makes 
shaking off an attack 
like this a little easier 








AN INTERACTIVE A TO Z, 
OR SOMETHING 
MUCH MORE 


SUBSTANTIAL? 


The intro 
sequence would 
be extremely 
impressive if it 
wasn’t for the fact 
that the VGA 
resolution lets the 
whole thing down. 
The FMV sections 
throughout the 
game are very 
sloppy and rather 
amateur 
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Dos 3.3 Min, 2Mb RAM, 386, 5Mb Hard Disk Space, 
SVGA, 150 Kps CD-ROM Drive (Minimum), Mouse 
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Soundblaster Compatible Sound Cards 


It would be unfair Eee 


to call CITY 2000 
an interactive © 
London A to Z. No, § 
the paperback @ 
version is far 5 
more useful and 
offers better 
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Hmay have noticed that this 

particular issue of PC Player is 
quantity of 
mediocre software — just look through 
and you will see what | mean. A good 
proportion of these games do look 
pretty remarkable; some have 
spectacular graphics, CD _ quality 
soundtracks and the promise of 





player — to show them something 
they’ve never seen before. 

It may be true to say that you will 
actually get to see a few innovative 
graphic routines and hear some quality 
tunes here and there, but all innovation 
usually ends there. You push the 
mouse around for a while, acquainting 
yourself with the gameplay then you 


“BILLED AS ‘THE CD-ROM ADVENTURE OF A LIFETIME’, CITY 2000 IS A SORT 
OF DETECTIVE ‘ADVENTURE’ SET IN OUR CAPITAL CITY OF LONDON” 


involving and engrossing gameplay, 
but it is in this latter category that most 
of these games fail to deliver. 


i | A big problem with many of the CD- 


only products released today is that, 
because they utilise this relatively new 
storage medium, many _ publishers 
seem to think that these games are 
going to offer thrills and spills to the 











suddenly realise that you’ve been had. 
Yes, it's the same old rubbish that 
we’ve had to put up with for the past 
10 years, but this time it’s on CD and 
it’s got flashy graphics. 

But what is all this cynicism leading 
to? Yes, that’s right; CITY 2000 is one 
such game that illustrates my point 
quite effectively. 





= Great, ’'ve now 
got myself some 
money. Now it’s 


The tube; a scary 
place to be when 
the football is on. 















ga time to pop down 








fee KFC, that is 


Jon Daring arrives at the airport and must first pick up 
some money with which to buy a tube ticket. Once on. 
the tube, the whole of London is just waiting to be 
explored 





CITY 2000 (aka City In Trouble Year 
2000) is the first release from Canadian- 
based software house Aditus Inc and if 
the truth be known, it gets the company 
off to a rather disastrous start. 

Billed as “the CD-ROM adventure of 
a lifetime”, CITY 2000 is a sort of 
detective ‘adventure’ set in our capital 
city of London — | use the word 
‘adventure’ in the loosest possible 
sense. A major part of this game is 
spent wandering aimlessly through the 
dull, repetitive (very lifelike in fact) 
streets of London searching for clues in 


to King’s Cross for 
a bit of TFC, sorry 


Look out for vital clues contained in the pieces of 
FMV. It may only be the name of a contact, but it 
could mean the difference between life and death. 
Probably 


eS ee 


contact with an FBI operative who will 
brief you on your mission and from then 
on in it’s mystery and intrigue all the 
way. A mystery that is, as to what the 
hell this game is supposed to be. 

The simple point-and-click interface 
does nothing to hide the shallow 
gameplay. A row of icons, found at the 
foot of the play area, allow the player to 
pick up, examine, use and speak to 
anything deemed of use, while an 
intelligent mouse cursor enables 
movement through the city streets. Most 
actions are greeted with vocal 


“A PEACEFUL, COUNTRYSIDE BROOK (LOCATED SOMEWHERE IN THE 
OXFORDSHIRE COUNTRYSIDE FACT FANS!) DOES NOT MAKE FOR A CONVINCING 
AMAZON JUNGLE SCENE! JUST WHO ARE THESE PEOPLE TRYING TO KID?” 


your fight against the meglomaniacal 
plans of a guy called Stanislav Rooter. | 
can forgive the name, but the remainder 
of the plot is just as reprehensible. 

You are Jon Daring (great name...), 
an American secret agent sent over to 
England to save the day. After all, this is 
something far too complex for us dumb 
Brits to sort out ourselves isn’t it? You 
start fresh from a recent trans-Atlantic 
flight with nothing but the clothes on 
your back. Your first task is make 





The introduction sequence reveals the previous missi 


the jungle 





Jon Daring. The 
small FMV window details all the action as he fights vicious mercenaries deep in 


explanations (movement excepted — 
thank God) courtesy of the CD’s audio 
capabilities, and key scenes are 
unravelled through use of full-motion 
video (FMV). Both of these techniques 
have been implemented rather poorly, 
resulting in a general loss of aesthetic 
value. 

The sampled voices vary in quality 
and volume; sometimes the speech is 
clear and loud, and on other occasions 
it is found to be muffled and subdued. It 


unintentionally funny 


Special code 
within the 
program prevents 
you from jumping 
onto the tracks in 
sheer desperation 


soon becomes extremely frustrating to 
have to adjust speaker volume because 
you’ve either; (a) missed important 
information, or (b) been blasted by an 
extremely loud voice telling you that you 
can’t go down Oxford Street in your car. 
Actually, | made that last bit up — you 
don’t actually travel around in a car; you 
have to explore on foot...usually down 
the middle of busy, three-lane road 
during rush hour. 

The FMV sections are of equal 
embarrassment. Not only are they 
incredibly badly acted, but they are also 
technically quite poor. If the various 
performances of the ‘actors’ isn’t 
enough to put you off, the shot-on-video 
production values of this production 
surely will. | even spotted ‘rolls’ (caused 
by faults on the magnetic surface of the 
video master) during the awful intro 
sequence! While I’m on the subject of 
the intro; a peaceful, countryside brook 
(located somewhere in the Oxfordshire 
countryside fact fans!) does NOT make 
for a convincing Amazon jungle scene! 
Just who exactly are these people trying 
to kid? 

Not all of the graphics move 
throughout the game; very few in fact, 
with most of the imagery being relatively 
still. All of the street and _ interior 
locations are displayed as digitised 
photographs taken from their respective 
locations in the city of London. In other 
words; some poor chap meandered 
through the streets of London armed 
only with a 35mm camera and a bagful 
of film with which to document the city 
from every conceivable angle. 

These photos were then pooled 
together to be scanned and added into 
the program during post-production. 
The effect, although clean-looking, is 
non too successful. If you take great joy 
in perusing smoggy streets filled with 
taxis and Ladas then you may glean 
some enjoyment from these images. > 


Oh, did we laugh at this ‘jungle’ scene! Suspension of disbelief can work wonders in 
the world of fantasy role-playing, but is impossible here because the game is so 
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I think I’m supposed to meet 
| someone inside the Hard 






a: place like this; give me the 
> George Robey any day 











> Although these colourful (and often 
underexposed) SVGA pictures take up 
a large proportion of the screen, they 
serve little purpose and rarely offer 
interactive opportunities. Interaction, as 
you would expect, is a little on the thin 
side and is at times very confusing. The 
main problem here is that every object 
worthy of your attention, be it a person 
or a useful item, must first appear as an 
icon inside the object list bag located at 
the bottom of the screen. 

Essentially this tells the player if 
there are any useful items to be found 
in the current location. Although this 
may seem like a good idea on paper, it 
seems to lose something in execution, 
and, unless the object list bag is kept 
constantly open the player will always 
run the risk of overlooking some vital 
clue. 

For example, | spent ages looking 
for one particular house, only to open 
the object list bag (at what | had 
deduced would be the correct location) 
to be confronted by this weedy-looking 
doorbell icon. Of course, using this 
doorbell allowed further progress into 
the game but brought no satisfaction 
upon its discovery — just disbelief. If the 


Rude Park 


q 


‘The full-screen map is very useful but kind of defeats the object. Maybe 
publishers should have enclosed a proper A to Z with the package? 


Most of Jon Daring’s time is spent walking down the 
middle of the road. Just why he prefers this dangerous 
mode of transport is anyone’s guess 


object list bag is closed, a small icon at 
the top right-hand corner of the screen 
denotes the presence of any items that 
may be nearby. How reassuring. 
Conversation is handled in a similar 
manner. If you meet someone with 
whom you are able to converse, you 
must first find their icon inside the 
object list bag and activate it with the 





Hey, I feel just like a tourist. And guess what? I’m 
just in time to catch the changing of the guard 
outside Buckingham Palace 


Restarts tend to become tedious due to 
Daring’s high mortality rate, so it comes 
as some relief to discover that 
restoration is almost instantaneous. 
That said; | would guess that even the 
most patient of players would soon tire 
of this process. 

CITY 2000 is a naive game that 
can’t hope to compete against the high 


“THE GAME DOESN'T HAVE ANYTHING GOING FOR IT; 
‘EVEN THE ENTERTAINING BITS ARE UNINTENTIONAL WITH THE WHOLE PACKAGE 
COMING ACROSS AS A DIGITAL EQUIVALENT OF ED WOOD JNR’S ‘CLASSIC’ 
PLAN NINE FROM OUTER SPACE” 


‘talk’ button — a choice of available 
sentences is then presented to the 
player in the hope that they will be able 
to drum up some interesting chatter. 
Chance would be a fine thing; one word 
out of place and it’s curtains for Jon 
Daring because walls have ears and 
Stanislav Rooter’s henchmen have big 
guns too. 

To help you, a useful map can be 
called up to full-screen if required 
(which is useful if you don’t know your 
way around the streets of London) and 
a four-slot game save feature is 
available for more careful adventurers. 


I missed the clues contained in this bit of FMV because the speech wasn’t too 
clear. Pressing the R key will replay the animation in full 


quality, playable software found on 
many hard drives throughout the 
country. The game doesn’t have 
anything going for it; even the 
entertaining bits are unintentional with 
the whole package coming across as a 
digital equivalent of Ed Wood Jnr’s 
‘classic’ Plan Nine From Outer Space. 
Apparently Aditus is planning a 
series of City In Trouble games based 
in and around a number of major cities 
throughout the world. | recommend that 
it saves its money and goes on holiday 
to these places instead — it'd be much 


cS 


more fun and interactive. SCORE + 














VISIT OUR SHOP AT: 
28 D&E The Courtyard 

High Street, Hampton Hill 
Middlesex. TW12 1PD 

Fax: 081 977 4822 


~ Overseas Enquiries Welcome 
All Major Credit Cards Accepted 


























We specialise in 


Flight Simulations 
- Strategy - 


Sports Simulations 
Role Playing 
- Wargames - 
Adventures 


LATEST U.S.A. 
RELEASES 


Elder Scrolls - The Arena LF To Mt BXoYo |! [01 Oy (-7-am @F B) £39.99 
Pagan (Ultima 8) Rebel Assault (Star Wars) CD £44.99 
Gabriel Knight CD Starship £44.99 
Sim City 2000 Strike Commander CD £44.99 
F-18 Hornet (Falcon 3) TFX CD £44.99 
Unnecessary Roughness Alone in the Dark 2 £39.99 
Megafortress (Mega Pak) Kingmaker £33.99 
Air Force Commander Victory Pack (3 off V4V) £49.99 
Metal and Lace NR18& ATP + USA East and West CD £69.99 
Civilization (Windows) Flight Simulator V5 £35.99 
Subwars 2050 Paris or New York (Microsoft for FS5) £21.99 
Stronghold San Francisco (Mallard for FS5) £32.99 
Le} hj oF: [el a OF B) Third Reich (Avalon Hill) Ecall 

Fantasy Empire Gettysburg (Windows) £35.99 


Receive a further 10% discount on ALL advanced orders. PLUS 
7 priority despatch SEE CATALOGUE FOR FURTHER DETAILS 


NEW ACM game card & Rudder Pedals 
NOW IN STOCK Weapons 


§ Control ll 
Call - Call - Call - Call 














































New + New + New + New 


Sound Blaster Pro Standard £call!! 








Sound Blaster Il Ecall!! 


CD New Titles Now In Stock call!! 
BOOKS All major clue and strategy books stocked Call!! 


New 71th Edition Catalogue 
Send £1.50 for our 60+ page catalogue 































The Best Combat 
Flight Controls 
Around!!! 

New Heavy Duty 
Construction 
Experience 
Total Control with 
THRUSTMASTER PRO 
AND 
THE WEAPONS 
CONTROL SYSTEM 
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Send to: Strategic Plus Software - 28D The Courtyard, High St, 
a Hampton Hill. Middlesex. TW12 1PD PCP0494 = 
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ease of play". catoons"™. 
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In Extremis is either 
keyboard or joystick 
controlled, with the 
option of switching the 
ground texture-mapping 
off. This obviously 
makes it run on faster on 
slower PCs 


have we here? Another 3D 
shoot’em-up in the same issue as 


SAH the corkingly good Doom. Then 


there’s Psygnosis’ Wizard...maybe it’s 
that time of the year when originality 
walks off in a huff without so much as a 
thank you or goodbye. Well, by now 
you’ve probably heard about Doom or 
even played it from a shareware demo 
or something — it’s good, isn’t it? No, 
make that great. So why has US Gold 














Dos 5.0 Min, 2Mb Ram, 386, VGA, | 











___ XMS, 15Mb Hard Disk space —s a 


decided to do battle against such an 
outstanding game? 

In Extremis, although _ initially 
appearing very similar to Doom, is 
slightly different — not much, but there’s 
still a difference in there somewhere. 
This one is set in space and is 
influenced very much by Giger’s Alien, 
even to the extent of nicking the alien 
character and the sound of Mother, 
Nostromo’s ship computer. Actually the 
story behind In Extremis is completely 
the opposite to that of Alien. You take 
the role of Commander Bob Jones (your 
pseudonym), who has stowed away on 
board an alien ship shortly after his own 
ship was destroyed in a_ reactor 
explosion. The aliens don’t really like 
things that aren’t coloured green and 
unfortunately the standard issue Terran 
spacesuit is grey in colour. Uh oh... 

The game is very similar in 
presentation and gameplay to Doom 
and Shadowcaster, both of which have 
id Software to thank for their superb 3D 
engines. In Extremis isn’t as versatile as 
Doom and the player doesn’t have quite 


SURELY IN EXTREMIS IS DOOMED 


AGAINST ID’S HELLISH NEW 


BLAST’EM-UP, OR CAN US GOLD BEAT 


THEM TO THE DRAW? 





as much freedom. Each of the 


spaceship levels is visually very similar 
to the next, whereas Doom dragged the 
player across boiling lava pits, along 
tunnels knee-deep in corrosive acid, up 
spiralling staircases, into huge arenas 
filled with hell spawn before finally 
ending up in hell itself. Some of 





The aliens in In Extremis aren’t particularly scary. All 
of them are green, they all wave their hands in the air 
(like they’re raving) and a couple bear more than a 
passing resemblance to Giger’s Alien (except of 
course, Sigourney Weaver wasn’t attacked by aliens 
on Ecstasy) 





the levels were closed in and 
claustrophobic, others left you open to 
attack from any direction, even from 
above! In Extremis is set entirely in 
enclosed spaces. Metallic gangways 
stretch out in front and behind you, with 
rooms no bigger than a small closet 
providing a little breathing space. Mind 
you, this does work in favour of the 
game, because you never know what is 
lurking behind the next corner, unless of 
course you’ve found the battery for the 
portable radar. 

Survival is the simple aim of the 
game and the only way to accomplish 
this objective is to kill the aliens before 
they kill you. Holstered to the life- 
supporting spacesuit is a LG-200M, a 
small 9mm sub-machine-gun equipped 
with 500 rounds of ammunition. 


Although fairly pathetic compared to the 
weapons found later in the game, it 





Commander Bob Jones walks very slowly - maybe it’s 
because his suit weighs a ton, but God, this guy 
moves at a snail’s pace. Even when running Bob has 
the speed of a hippy on cannabis. Jones can also 
crouch, which allows him to fight the smaller slug- 
like aliens 


|Tap in the computer security 
code to gain access to the 
|Ship’s console. This allows you 

|___|to open lockers which contain 
guns and equipment bonuses, as 
pom as Call up a map of the 
jlevel you’re currently exploring. 
|Key cards are needed to operate 
jsome terminals 





provides ample firepower to take out 
the scum-sucking alien beasts found 
crawling around the first couple of 
levels. 

Bob is trained to cope with the 
situations and has learned a number of 
skills that may help him survive for a 
few seconds longer. For instance, Bob 





This is Commander Bob Jones. Encapsulated 
in a life-supporting spacesuit, his vision is 
often obscured by his pet goldfish Marshall 
swimming around inside his helmet 




























of weapons. Just aim the gun, pull the 
trigger and watch the blood and guts 
spill from the targeted alien. It’s not, as: 
much of a gore-fest as..Doom is,. but 
hey, blood still drips down your visor 
after-every.kill: 

Commander Jones can: interact.with 
the ship’s computer providing. he-has 
the correct access codes. Logging on.is 
a simple ‘task of entering the code and 
waiting for the console to respond. 
Initially the computer will download a.” 
map of the current level into-the suit's 
terminal, allowing Bob access to the: -% 
map at any time: The map: details his 
position as well as revealing the layout 
of the whole floor: Other computer 
terminals can be used to open sealed 
doors and even unlock supply lockers 
containing a variety of objects including 
guns, hypodermic needles, battery © 
packs, spare oxygen cylinders and 


“PERHAPS THE MOST IMPORTANT SKILL OF ALL IS THE MASTERY OF WEAPONS. 
JUST AIM THE GUN, PULL THE TRIGGER AND WATCH THE BLOOD AND GUTS 
SPILL FROM THE TARGETED ALIEN. IT’S NOT AS MUCH OF A GORE-FEST. AS 

DOOM IS, BUT HEY, BLOOD STILL DRIPS DOWN YOUR VISOR AFTER EVERY KILL”: 








can crouch — this may sound fairly 
useless but in fact crouching is a vital 
skill, especially when fighting against 


the ferocious Grottknob knee-biter. Bob 
can also run. OK, he’s not in the same 
league as Linford Christie but he can 
still get those knees going. Perhaps the 
most important skill of all is his mastery 





Why are all the aliens green? It’s a bit off, 
stereotyping aliens as horrible creatures with razor- 
sharp teeth and saliva dripping from every orifice. 
Why not talk it over instead of rushing in, guns 
blazing...maybe they just want a chat? 














coded key cards. Key cards :play a: vital 
role in the game, allowing:.access: to 
protected terminals as well as:activating:. 
the elevators that lead from-oneé level to 
the next. Hypodermic needles and gas 
tanks restore energy and:oxygen levels * 
respectively, while the battery pack is: 
used to power the Sait s headse 


The spacesuit has eight pockets which hold up to 
three key cards, a single spare oxygen canister, a 
couple of energy-restoring pocket injectors, a:small 
but powerful bomb and finally the-hattery pack: used 
to power the portable radar 

















There are five guns to 
pick up, each differing in 
power and accuracy. The 

standard issue sub- 
machine-gun will take an 
alien out with five or six 
shots, while the Las-Can 
will nuke them ina 
single blast 


» The headset is equipped with both 
radar and an infra-red visor which 
appears in the bottom-left corner of the 
screen showing the position of any 
nearby aliens. This proves useful when 
opening a door, just to check if there 
are any ravenous aliens lurking the 
other side. The infra-red visor is used 
on levels swamped in darkness in 
order to make the aliens clearly visible 
and therefore easy targets. Also at the 
bottom of the screen is a blueprint 
of the weapons currently in use, 
accompanied by an ammo counter. 

Up to eight items can be stored in 
the spacesuit — one oxygen canister, 
three key cards, two hypodermic 
needles, a battery pack and a single 
bomb. The DAM-10 bomb is a timed 
device, giving you a maximum of five 
seconds to run away before the damn 
thing detonates. This is a great way to 
get rid of any lines chasing you. 
Alternatively use another of the more 
powerful guns found inside the supply 
lockers. 

The Bolter 200m is an upgrade of 
the standard sub-machine-gun, firing 
the same calibre shot but with a greater 


All this talk of guns is enough to 
make all the homicidal maniacs out 
there froth at the mouth! In Extremis is 
packed with enough killing, maiming, 
slaying and carnage to satisfy even the 
bloodthirstiest of appetites, however 
compared to Doom it’s relatively tame — 
a bit like comparing Playbus to Maniac 
Cop. In Doom you actually feel like 
you’re there, blowing away zombies 
with a pump-action shotgun. The 
enemies recoil as they’re pumped full 


“TWO MONTHS AGO IN EXTREMIS WOULD HAVE BEEN AN OUTSTANDING 
PRODUCT. THERE WOULD HAVE BEEN NOTHING AROUND TO CHALLENGE ITS 
ENGROSSING BLEND OF PULSE-RACING ACTION AND BLOOD-DRENCHED 
VIOLENCE. HOWEVER, SINCE THEN WE’VE EXPERIENCED DOOM WHICH, TO BE 
QUITE FRANK, COMPLETELY OVERSHADOWS THIS GAME” 


range and more rounds per minute. 
The Multi-Bolter RC is again a rapid- 
firing machine which fires explosive- 
tipped shells with a range of over 900 
metres! The SML-1F is a flame-thrower 
and is excellent for tight encounters 
with the tougher aliens, while the Las- 
Can provides the most firepower of all 
five guns, but is difficult to find. 





Crouch down on your knees to attack the mutant slug monsters from Mars. Avoid 
their gnashing jaws, keeping well back and shoot as you retreat 


of lead, then collapse to the ground in a 
pool of blood when they finally expire. 
In Extremis has none of this hard-core 
bloodshed and therefore it’s not as 
exciting and intense to play. It still 
manages to engross the player to the 
extent of making them jump when 
ambushed, but there are none of the 
thrills of id’s masterpiece. Maybe it’s 








down to the fact that the game runs a 
lot slower — In Extremis up against 
Doom is a case of the tortoise versus 
the hare. Doom nips along quickly 
while In Extremis plods along at its own 
leisurely pace. 

Speed aside, In Extremis is 
graphically great. The texture-mapped 
walls and ground are all very 
impressive and the bloody limbs, alien 
cocoons and rotting corpses hanging 
from the ceiling are excellent. But once 
again Doom got there first and even 
goes one better by including light- 
sourcing which creates one hell of a 
tense atmosphere. 

Two months ago In Extremis would 
have been an outstanding product. 
There would have been nothing around 
to challenge its engrossing blend 
of pulse-racing action and_ blood- 
drenched violence. However, since 
then we have experienced Doom 
which, to be quite frank, completely 
overshadows this game. Don’t get me 
wrong, In Extremis is still a good 
game, it just pales into insignificance 
alongside Doom. kkk 





Elevators join the sprawling levels of the alien hive ship. To access a floor you 
must first find the correct key card and then slot it into the terminal inside the lift 


NCIENT BATTLES (6.25 ONLY). 
1 BIG BUISINESS SIMULATOR 
| BRIDGE PLAYER (5.25 ONLY). 
CHESSMASTER 2100... 
CONQUEROR (5.25 ONL 
DARK SEED... 
Fi5 STRIKE EAGLE 2 


GRAND PRIX UNLIMITE 
GUNSHIP 2000 (EGA) 
HUNT FOR RED OCTOBER... 
BEL FISH... 
MEGAFORTRESS 
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1 
SENSIBLE SOGCER + JOYSTICK OR GAMEPAD #26, h 
SIM LIFE... i 
SHADOW OF YSERBIUS 


‘TEAM YANKEE 
TRIVIAL PURSU 


ALONE IN THE DARK. 
| ATP + EAST & WEST 
) BATTLE ISLE tt, 
BLOODNET.. 
BRITANNICA FAMILY CHOICE 
CALIFORNIA/HAWAI GOLFGUIDER (INC LINKS) £26.99 
CHESSMASTER 8000 (MULTIMEDIA) .... 


DAY OF THE TENTACLE 
) DRACULA UNLEASHED 


REAT NAVAL BATTLES 1 
GROLIER ENCYCLOPAEDIA 
GUINESS DISK OF RECORDS. 
INDY JONES FATE OF ATLANT! 


KINGS QUEST 6... 
KODAK CD-ACCES: 
LABYRINTH OF TIME. 
LAURA BOW IL. 
| LEGEND OF KYRANDIA 
LEMMINGS DUAL PACK 
LORD OF THE RINGS. 
MAVIS BEACON FYPING 
_ MICROCOSM 
| MICROSOFT ART GALLERY 
| MICROSOFT. BEETHOVEN 


MICROSOFT DINOSAUR 
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MONKEY. ISLAND 

REBEL ASSAULT. 

> RETUAN TO :ZORK.. 
. SECRET WEAPONS OF THE LUFTW, 
MISSION DISKS) £45. 
SHERLOCK HOLMES CONSULTING DETECTIVE 3 .£49.99 
STAR TREK 25TH ANNIVERSARY . 

STAR WARS CHESS .. 
STRIKE COMMANDER 
TEX 


epic FLIGHTS. 
FLYING OVER EUROPE 
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HOW TO DEAL WITH DISK DISASTERS 
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| COURSES: (BANFF, CASTLE PINES, FANTASY 
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PREIS 2 THE Seay oe - BACH £20.99 


THE GAMES {ESPANA 92). 
FRONT PAGE SPORTS FOOTBALL 
GRAHAM GOOCHES CRICKET. 
JORDAN IN FLIGHT .. 

| NEL COACHES CLUB FOOTBAL! 
) PREMIER MANAGER 2 
SENSIBLE SOCCER.. 

TV SPORTS BASEBALL 

TV SPORTS BAKETBALL.. 
UNNECESSARY ROUGHN. 
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NHL HOCKEY .... 
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ANOLOGUE TO DIGITAL JOYSTICK ADAPTO! 
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ce See hi 


IR TRAFFIC CONTROL... 
IRBUS (US EDITION), 
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SWOT)... 
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FLIGHT SIM 5 
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MAXIMUM OVERKI 
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PACIFIC STRIKE 
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00335, HE162 MISSION DISKS 
STRIKE COMMANDER. 
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TORNADO INC DESERT STORM 
DESERT STORM 


PIRATES GOLD. 

PLAYBOY DATE BOOK 

POLIGE QUEST IV. 

PRINCE OF PERSI. 

QUEST FOR GLORY 

QUEST FOR GLORY 3 (WAGES: 
RETURN TO ZORK 

RISE OF THE RO} 

ROBOSPORT (WINDOWS), 

SAM & MAX HIT THE ROAD 
SHADOWCASTER 
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SPACE QUEST 1-4 VG, 

SPACE QUEST'5.. 

STAR TREK JUDG 
STREETFIGHTER Ii (inc Strategy Guide). 
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DATA DISK (American Edition) 
ULTIMA 7 | (SERPENT ISLE) 
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PC PLAYER ISSUE FIVE 


THE PC INDUSTRY HAS FINALLY REACHED 


PUBERTY. ITS BALLS MAY HAVE DROPPED, BUT IT 


STILL HAS A LOT TO LEARN BEFORE IT CAN TRULY 


roan 


BE CALLED ‘GROWN UP’. 


AN 





intents and purposes 
Oreste games are _ still 
regarded as ‘toys’ by a certain 
TO=: of the population, and as 
such are criticised if they choose to 
take a, how should | say it, more ‘adult’ 
approach. 

The film and video industry has 
endured years of heavy censorship at 
the hands of the BBFC and, up until 
now, the software market has ambled 
through relatively unscathed. In May 
this year all computer game software 
will have to be classified by ELSPA 
(European Leisure Software Publishers 
Association) before it is released. 
ELSPA is an independent organisation 
comprised of key members of the 


the general public. And this was all 
back in 1984. 

The same thing will happen to the 
software industry unless the industry 
itself decides to grow up, and quickly. If 
computer games are still seen as 
child’s play then it will become more 
and more difficult to develop games 
that touch upon more adult subjects. 


“IF COMPUTER GAMES ARE STILL SEEN AS CHILD’S PLAY THEN IT WILL 
BECOME MORE AND MORE DIFFICULT TO DEVELOP GAMES THAT TOUCH 
UPON MORE ADULT SUBJECTS” 


software industry, so, in essence, the 
industry is said to be ‘self-regulating’ 
itself. All well and good if this self- 
regulating stance works’ without 
developers having to compromise 
game design in the name of ‘good 
taste’, but it won’t. What it will ultimately 
lead to is an increase in censorship. 
Way back in 1983, a number of self- 
righteous politicians (with a little bit of 
help from the tabloids) began to take 
exception to the growing number of so- 
called ‘video nasties’ that were dribbling 
onto the relatively new video market. 
Video publishers, distributors and 
retailers all decided that a system of 
self-regulation would help improve the 
situation -— a new system of video 
classification being just one way to 
tackle the problem. But it didn’t work. 
Even before self-regulation had 
been allowed to reach 12 months of 
age, the government decided to 
intervene with a piece of legislation 
designed to end the flow. of 
‘undesirable’ movies that were being 
brought into the country. A new 
classification system and a long list of 
banned films later and a new, tighter- 
gagged video industry was delivered to 


There are a few games out there that 
are trying their best to push our 
tolerance levels higher; Police Quest; 
Open Season being one commendable 
example. Although the game itself is 
poor, the atmosphere created by a 
realistic use of character and prose is 
surprising. It shocked me to see the 
word ‘fuck’ in Police Quest; Open 
Season. But why did it shock me? It’s a 
word | hear every day — on TV, in 


industry is ready to take off its clothes 
without having to laugh at the size of 
the other guy’s penis. It’s true — how 
long must it take before the critics 
realise that developers are (on the 
whole) normal human beings who cater 
for other normal human beings? People 
swear, have sex and go to the toilet five 
times a day — now when did you last 
see someone go to the toilet in a 
computer game? 

Violence is a_ different matter 
altogether. There’s no denying that 
many computer games have violent 
content, | just feel that there’s just no 
need for them to be censored. 
Recently, Id Software’s Doom came 
under criticism for excessive use of 
violence — the usual “seeing violence 
breeds violence” threats were dredged- 
up, but again no one can provide any 
evidence to back up this theory. 
Sensible Software’s Cannon Fodder 
also came in for a bit of flak because of 
its satirisation of war — some people 


“RECENTLY, ID SOFTWARE’S DOOM CAME UNDER CRITICISM FOR EXCESSIVE 


* USE OF VIOLENCE = THE USUAL “SEEING VIOLENCE BREEDS VIOLENCE” THREATS 


WERE DREDGED-UP, BUT AGAIN NO ONE CAN PROVIDE ANY 
EVIDENCE TO BACK UP THIS THEORY” 


music, at work. Who doesn’t use it? 
The reason | was shocked to see the 
word was because | had seen it ina 
computer game — not on TV, not in 
music and not at work. This sort of thing 
is JUST NOT DONE. 

So far, the issue of sex in computer 
games has hardly been touched upon. 
I’m not talking about digital porn here; 
I’m talking about Leisure Suit Larry. 
Charming and ‘adult’ as they are, the 
Larry games have done nothing to 
demonstrate that the PC software 


just didn’t get the joke... 

| think self-regulatory classification 
is a good idea but ultimately it will 
never survive the onslaught at the 
hands of the vocal hoards of the ‘moral 
majority’. We have yet to see a game 
crippled by censorship, but that time is 
nearing and the only way we can avoid 
it is by changing our attitude towards 
the computer game. As a friend of mine 
once said; “Look; | like tits, so why the 
hell shouldn’t | put them in one of my 
games?”. If only it were that simple. 
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AD&D Dungeon Pack 
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Air Commander 

Airlines... 
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Alone in the Dark : Jack in the Dark 
Ambermoon 
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B-17 Flying Fortress/Silent Service 2 
Battlechess 
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Blaodnet 

Blues Brothers . 

Blueforce .... 


CD Rom 27.99 
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Eye of the Beholder Trilogy . 
Fi 
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High Command.. 
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Links Mauna Kea (SVGA) .. 
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Merchant Prince 
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Micro Machines . 
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Nigel Mansells Worlds Champ .. 
No Greater Glory 
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Nicky 2..... 
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Pacific Strike... 
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Perfect General 2 
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Star Trek 25¢ 

Star Trek 25th Anniversary. 
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UMS Compilation 
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V for Victory 2 (Russian Front). 

V for Victory 3 (Market Garden) 

V for Victory (Gold, Juno, Sword) 

Veil of Darkness 

Virtual Worlds 

Whales Voyage... 3.5" or CD Rom 22.99 
Wing Commander See Space Legends 
Wing Commander 2 + Speech Pack... 
Wing Commander 1 Secret Missions 1 & 2.. 
Wing Commander Il Special Ops 1 .. 

Wing Commander Il Special Ops 2... 

Winter Olympics 

Winter Olympics 

Winter Supersports 

Wizardry 5/6/7 Compil 

Wizard 

Wolfpack 

World War 2 Battles of South Pac 


X-Wing Imperial Pursuit Mission Disk.. 
Yo Joe 
Zool 


3 Button Serial Mouse . 

Disk Box (10 Capacity)... 

Disk Box (40 capacity). 

Disk Box (50 capacity). 

Disk Box (80 capacity). 

Disk Box (100 capacity)......... 

Gravis Analog Joystick... 

Gravis Analog Pro Joysti 

Gravis Dual Eliminator PC Game Port 
Gravis PC Gamepad 

Gravis UltraSound 16 Bit Card... 

Maxx Two Flight Yoke............ 
Manhatton Coated Glass 14" Monitor Filter.14.99 
Manhatton Glass 14" Monitor Filter... 
Manhatton Nylon 14" Monitor Filter... 
Mousemat. 

Quickjoy M5 $V201 .. 

Quickjoy M6 SV202. waibnies 
Quickjoy Topstar SV227.......::sss08 
Saitek Megagrip III MX230 Analog 





Saitek Megastick Ili MX130 Digital 
Soundblaster V2.0 Deluxe..... 
Soundblaster Pro Deluxe 

Soundblaster 16 SCSI-2 ASP. 
Soundblaster 16 Multi CD 

Soundblaster 16 Multi CD ASP 
Soundblaster 16 

Soundblaster 16 Basic. 

Suncom Analog Edge.. 

Suncom Analog Extra. 

Suncom FX2000 (Left & Rignt Handed)... 
Suncom Command Control Pad 
Suncom Gameport 2000 (Dual Port Card) 16.99 
The Sound Source. 


19.99 





AChristmas Carol (8+) 

ADI English (11-12) or (12-13) or (13-14) 
ADI French (11-12) or (12-13) or (13-14). 
ADI Maths (11-12) or (12-1) or (13-14) 
Betier Maths (12-16 years) 

Better Spelling (8+) .... 

Biology (12-16 years)... 

Cave Maze (8-13 years) 
Chemistry (12-16 years) 

Fatty Bears Birthday Surprise (4-7) 
Fraction Goblins (8-13 years) 

Fun School 2 (6-8) . 

Fun School 2 (+8) 

Fun School 2 (Under 6). 

Fun School 4 (5-7) .. 

Fun School 4 (7-11) 

Fun School 4 (Under 5). 

Junior Typist (4-10) 

Magic Maths (4-8) 

Maths Dragons (5-12 years) 
Merlins Maths (5-13)........... 
Mickeys 123s (2-5). 

Mickeys ABCs (2-5) 

Mickeys Colours & Shapes (2-5) 
Mickeys Jigsaw Puzzles (5+) ... 
Mickeys Memory Challenge (5+) 
Mixed Up Fairy Tales .... 

Noddys Big Adventure (3-7) 
Noddys Big Adventure (3-7 Windows) 
Noddys Playtime (3-7 years) 

Paint and Create (5+) 

Physics (12-16 years) ......... 
Picture Fractions (7-10 years). 
Playschool (3-8 years) .. 

Robin Hood (8+)...... 

Reasoning with Trolls (5-12 years) 
Spelling Fair (7-12). 

Story Book Weaver: 

Tidy the House (5-9 years 

The Three Bears | 
The Wizard of Oz (6+)... 

Wind in the Willows (6+)... 











386DX 16Mhz to 486DX 32Mhz. 
386DX 20Mhz to 486DX 40Mhz. 
386DX 25Mhz to 486DX 50Mhz. 
386SX 20Mhz to 486SX 40Mhz 

886SX 25Mhz to 486SX S0Mhz. 
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B17 Flying Fortress... 

Blues Brothers..... 

Chessmaster 3000. 

Chessmaster 3000 . 

Crazy Cars 3 

Dogfight 

F15 Strike Eagle 3 

Harrier Jump Jet. 

Jack Nicklaus Unlimited Golf...... 

Jack Nicklaus Courses (Pebble Beach etc) ....7.99 
Jack Nicklaus Courses (St Andrews eic)........7. 
Laser Squad... 

Microprose Golf (David Ledbetters 

Paperboy 2... 











TDK/VERBATIM 
(BOXED IN 10s) 
Low HIGH 
79g 9.99 
4450 18.50 

$600 47.50 
65.00 95.00 

185.08 190.00 

300.00 470.00 

580.00 930.00 


RECYCLED 
BLANK DISKS 
10x4.50 60x21.00 
20x8.50 70x24.50 
30x12.00 80x28.00 
40x16.00 90x31.50 
50x17.50 100x36.00)| 


PRECISION 
(BOXED IN 10's) 
low HGH 
6497.99 
15.50 
37.5¢ 
72.99 
141.99 
380.00 
680.00 


UNBRANDED 
(BOXED IN 10's) 
Low HIGH 
599 6.99 
19.99 13.50 
23.99 © 32.50 
44.99 62.99 
83.99 121.90 
490.09 287.50 
369.99 550.00 


























STAR WARS FAN'S 
DREAM GAME... ~ 
John ‘ 
, NOW IT HAS 
TIE FIGHTER. 
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TIE Fighter 
- icasArts/US Gold 


Copyright © 1977 Twentieth Century-Fox Film Corporation p 











many times have 
you wondered what 
it would be like to 


play the bad guys for a change? For 
years gamesplayers have taken the 
roles of the heroic underdogs, who are 
forced to engage in prolonged combat 
against utterly ludicrous odds to save 
the universe from some evil and wicked 
empire which wants to enslave 
everyone and their pet dogs. Just for 
once, wouldn’t it be nice to see things 
from the other side for a change...to see 
things from the ‘dark side’? 


look at it, and it’s this point that TIE 
Fighter seems to put across quite 
nicely. While the Rebellion feels that it is 
establishing freedom throughout the 
galaxy, Emperor Palpatine and his 
mighty Empire is attempting to install 
some degree of law and order back into 
the fray after the demise of the once 
mighty Republic. OK, there’s a certain 
amount of evil kicking around which 
swings the balance somewhat — 
allegiances to the dark side of the Force 
being the most important of these, but 
on the whole it could be argued that the 


“THE PROSPECT OF SHOOTING DOWN X-WING FIGHTERS IS AN EXPERIENCE 
WHICH INITIALLY FORCES YOU bd QUESTION THE VERY MORALITY OF THE 
WHOLE THING!” 


TIE Fighter is one of those games 
that could well turn out to be a milestone 
in the way games are perceived by both 
punters, developers and marketing 
departments alike. Not only is it the 
follow-up to one of the most successful 
PC games ever (namely X-Wing), it’s 
also quite possibly the first product ever 
to place the player in the shoes of the 
bad guys, as opposed to those sweet ’n’ 
sickly good guys. 

Of course, allegiance to good or evil 
is pretty subjective whichever way you 





objects in the game are fully light-sourced and 
shaded and the effect looks absolutely superb on the 
curved lines of the TIE bombers 


Empire is simply acting as a galactic 
police force. 

After seeing the movies and playing 
the numerous different Star Wars 
games, it’s actually quite difficult to get 
your head around this principle at first — 
good guys are good guys, surely? The 
prospect of piloting a spacecraft which 
you are used to chasing after at high 
speed and then blowing out of the sky is 
somewhat disconcerting to say the 
least. Likewise, the prospect of shooting 
down X-Wing fighters is an experience 





These container things look familiar. Unlike X-Wing, 
the tactical display at the bottom of the screen shows 
an animated view of your currently selected target 


TIE FIGHTER 





which initially forces you to question the 
very morality of the whole thing! 

As with X-Wing, the new game 
offers a variety of ships for you to try 
your hand at and these cover the basic 
TIE Fighters and bombers, along with 
Assault Gunboats, TIE Interceptors, TIE 
Advanced (like Vader’s prototype in the 
first Star Wars movie) and a totally new 
ship known as the TIE Deluxe (sounds 
like a new burger from McDonalds, 
doesn’t it?!). This new ship is 
comparable to the Rebel Alliance’s most 
advanced craft and is capable of 
carrying full shielding and_ laser 
systems, a tractor beam, missiles and 
even a variety of warheads. We're 
informed that this craft is actually 
developed throughout the course of the 
gamie and is eventually made available 
at an appropriate moment towards the 
end of the game. > 






Historical combat missions appear in TIE Fighter as 


they did in X-Wing, and are set up and briefed ina 
very similar manner. Only the graphics have changed 
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&, J Rebel shuttles will often be 
| part of the conflict and 
though not particularly 

| fast, they are quite heavily 
armed vehicles. Fortunately 
a TIE can run rings round 











> With its release date now only a 
couple of months away, TIE Fighter is 
managing to cause quite a considerable 
stir throughout the PC games industry. 
As the sequel to one of the biggest- 
selling PC games of all time (X-Wing) 
and the follow-up product to the biggest- 
selling CD-ROM title of all time (the 
250,000-unit selling Rebel Assault), it 
has quite a lot to live up to! Not only 





& one of these babies 





producing yet more of the same thing, 
creators Lawrence Holland and Edward 
Kilham have made a number of 
enhancements to both the graphics and 
story engines which drive the game 
along. 

One of the few complaints that 
players had regarding X-Wing was that 
the missions became far too difficult 
once you got into the thick of the action. 


“AS THE SEQUEL TO ONE OF THE BIGGEST-SELLING PC GAMES OF ALL TIME 
(X- WING) AND THE FOLLOW-UP PRODUCT TO THE BIGGEST-SELLING CD-ROM 
TITLE OF ALL TIME (THE 250,000-UNIT SELLING REBEL ASSAULT), IT HAS QUITE 
A LOT TO LIVE UP TO” 











It’s surprising how 
similar TIE Fighter is 


hasic game options is 
have been duplicated 
for the new game, but 
now they have lots of 
new enhancements 


does it need to offer gameplay which 
equals that of its predecessor, it also 
needs to have an edge which makes it 


Although it was hoped that the 
subsequently released supplement 
disks would rectify this, the add-ons 











Lawrence Holland has been a 
major force behind many famous 
titles, including the acclaimed 
Secret Weapons of the Luftwaffe 
and of course last year’s smash 
hit, X-Wing. We spoke to him 
about the development of TIE 
Fighter. 


P¢ PLAYER What was the major 
inspiration for TIE Fighter? Is it 
comprised of ideas which 
cropped up while working on X- 
Wing? 


AY mee We had 
two major concerns that we 
wanted to address, namely the 
technological aspects — that of the 
flight engine and the storytelling 
system used by the game, and 
secondly the perception of the 
game which the player had. The 
use of the Empire as a centre for 
the action is something that is 
quite unusual and is very 
interesting for us to delve into, as 
it hasn’t really been done before. 


as up to date as possible. 

From what we've seen of the early 
preview versions of the game, it would 
be safe to say that it manages to live up 
to both of these requirements. Rather 
than simply resting on their laurels and 


offered nothing more than’ simple 
mission hints to assist with overall 
strategy. Holland and Kilham have taken 
these complaints into consideration 
when developing TIE Fighter and have 
managed to produce a number of ways 


By exploring this darker side 
and drawing on some of the major 
characters, such as the Emperor 
and to a lesser extent Admiral 
Thrawn, we've tried to show the 
other side of the ‘propaganda 
machine’. We’ve all heard how 
bad the Empire is from the 
Rebellion’s side, but this shows 
how the Empiré ticks — the 
military aspects and its reasons 
for existing. Alongside this we’ve 
also tried to expose the internal 
workings of the Imperial military — 
the intrigue and the politics which 
goes on and how people can be 
drawn into this. 


PC What have you added to the 
new game engine apart from the 
obvious graphical 
enhancements? 


The number of ships and the 
way you can interact with them is 
probably one of the major 
elements. The number of medium 
and large-sized craft is much 


greater, so now you have 
Interdictors, Victory Class 
Destroyers, Correllian Transports 
(which the Millennium Falcon is 
based on), new Calamari ships, 
transports, frigates and even the 
Z-95 Headhunter is in there (the 
predecessor to the X-Wing). 

On top of this we’ve also 
developed some evolutionary 
designs based on the TIE Fighter 
— namely enhancements to the TIE 
Interceptor and Advanced models 
which appear in the game. At the 
moment we're calling the new 
ship the TIE Deluxe, but this will 
change before we release the 
thing. Basically this is a ship 
which is far more of a match for 
something like an X-Wing. 


PC Are there any plans for a CD 
version of either X-Wing or TIE 
Fighter? If so, how would you 
enhance the existing games? 


We’d love to do CD versions 
of the games. Unfortunately, there 


LAWRENCE HOLLAND: 


are no firm plans as yet, but with 
everything heading that way it’s 
obviously something that we'll 
move towards at some point. As 
far as enhancements go, there’s 
very little we could do to enhance 
the basics, however we could 
seriously enhance the 
atmosphere through the use of 
added sound and graphical cut- 
scenes. We wouldn’t want to go 
off the deep end and end up 
spending $2 million or anything, 
but we'd add extra rendered 
sequences, layers of sampled 
sound effects and radio chatter 
which would all add to the 
cinematic feel of the game. 





Easy pickings! These Y-Wings 
may be heavily armoured, but 
they’re so S-L-0-W. If you get 
in close you can really see the 
amount of graphical detail in 
these new graphics. Brilliant, 
aren’t they? 





to modify the difficulty of the game. 

The first and most obvious measure 
appears in the shape of a basic difficulty 
level setting — easy, medium and hard 
modes are now available to help players 
of all abilities work their way through the 
action. Beyond this quite simple feature 
there is a new mission briefing system 
which allows you to actually interact with 


the opportunity to choose one of four 
Imperial Navy stations around which a 
number of different battles are based. 


This manages to create an atmosphere 
more akin to having a career in the Navy 
as opposed to simply acting out 
chapters in a story. This is helped along 
by greatly enhanced Al routines which 
cover all of the ships within the 


“ALTHOUGH THE MAIN SUPPLIED TIE FIGHTER GAME IS BASED LOOSELY ON THE 
EVENTS SURROUNDING THE EMPIRE STRIKES BACK (AS OPPOSED TO THE PRE- 
STAR WARS STORY-LINE OF X-WING), FURTHER GAMES COULD WELL TAKE THE 

STORY FAR BEYOND THAT” 


the duty officer as he describes your 
mission. Simple lists of mission 
objectives are now replaced by a 
question and answer session which is 
more akin to the conversation system 
found in Indiana Jones: Fate of Atlantis 
or even Monkey Island 2. Simply 
highlight one of a number of different 
possible questions and take it from 
there. 

Aside from this, each of the tasks 
provided has multiple objectives linked 
into it and these can be exploited by 
speaking to a mysterious cloaked figure 
who hangs around during mission 
briefings. Conversations with this chap 
reveal tasks which go above and beyond 
the basic military objectives of the 
Empire, and are often far more fun than 
the basic strikes you have been 
assigned! 

The linearity of X-Wing has also 
been addressed. Instead of multiple 
tours of duty providing sequential 
attacks, TIE Fighter players now have 





simulation and give a far greater sense 
of continuity. For example, recognised 
characters remain in or out of the entire 
proceedings depending on what has 



















happened to them in battle. If a pilot is 
taken out at a certain time, his 
coniribution will then be removed from 
the whole game. Who knows — if Keyan 
Farlander or even Luke Skywalker is out 
there you could change the fate of the 
entire universe... 

There is still a single basic story-line 
which underlies the whole game and its 
40 missions, but you do have the 
opportunity to hop about and break up 
the action. It’s also worth noting here 
that missions tend not to move around 
the cosmos as much as they did in X- 
Wing — tours of duty will now more often 
than not contain groups of four or five 
missions which all centre around a 
certain location with a bunch of linke 
objectives. > 


As with X-Wing, there 
are a large number of 
different external 
views for you to play 
around with as you 
screech into combat 








Your first mission has you escorting a pair of Imperial 
Corvettes into combat. Prowler 1 and Prowler 2 are 
the heavy firepower behind your strike 


As you kick in those twin ion engines, you scream 
past the Corvettes with that menacing sound that’s 
not unlike a cow being sick 


The Corvettes are an excellent way to illustrate the 
gouraud shading which is used to stunning effect on 
virtually all of the polygon objects inthe game 








‘Qn the visual side, the most obvious 
difference is that TIE Fighter employs 
7 ‘fully light-sourced gouraud shading on 
‘all ebjects and as a result requires 
““a\ meatier machine to run than its 
predecessor. Although a 386 is still 
adequate, a 486 with a decent graphics 
tard is really a necessity to get the most 
\ Souteef the new game. On top of this, 
“\-AMb.ofamemory is now the minimum 
requirement — a necessary evil which 
comes part and parcel of the whole 
> “farrcy’gtaphics’ package. If you want 
.e\smooth-looking, fast-moving objects you 
yemeedethat extra bit of power to drive 
thifgs.along. 

© The number of different objects 
“floating: around the cosmos is also 
something which has been greatly 
“enhanced in TIE Fighter. Whereas X- 
‘Wing boasted basic ship-types on both 
sides, it only really featured tugs and 
/ containers as those ‘extras’ which 
“always got blown away. TIE Fighter 
offers support platforms, supply ships 
and ferries, along with a number of 
medium-sized craft based on the 
familiar Corvette and_ Interdictor 
configurations, plus the massive Star 
’ Destroyers. For added visual interest 
these objects not only look good as they 
: loom up ahead of you, they’re also fully 
“rendered in miniature form on your 
tactical display at the bottom of the 
»=TIE’s control panel. It’s not particularly 
“oulseful as far as gameplay goes, but the 
““model of your target constantly moving 
around the vid-screen is a particularly 
“aieffective little touch. 

While we’re on the subject of 
targeting computers, this is yet another 
thing which has been enhanced over 
the original game. At any point during 
combat a pilot can pull up a full tactical 
display on the assigned target and be 
informed of any useful snippets of 
information including heading, speed, 
armament and shield status. They think 
of everything at LucasArts, don’t they?! 

Speaking of thinking of everything, 








A group of A-Wings are 
targeted as they fly their 
patrol through Imperial 
controlled space. 
Although not as heavily 
armed as these craft, a 
standard TIE Fighter can 
easily catch up with one 
of these speedy craft 


Pes Set an 
Bad guy star of the Timothy Zahn novels, Admiral 
officials who you'll come into contact with 


the TIE Fighter experience won’t end 
with the launch of this game. As with X- 
Wing, Holland and Kilham are intending 
to release two additional data disks 
which will update various points of the 
game, as well as provide complete new 
tours of duty set around different areas 
of the Empire. Although the main 








Grand Admiral Thrawn (the chap who 
takes over the Imperial Navy after the 
demise of both Darth Vader and the 
Emperor) will be pleased to know that 
the early part of his career is tracked in 
TIE Fighter as he rises to the rank of 
Vice Admiral. 


To say that this, like X-Wing, is 


“ANYONE FAMILIAR WITH GRAND ADMIRAL THRAWN (THE CHAP WHO TAKES 
OVER THE IMPERIAL NAVY AFTER THE DEMISE OF BOTH DARTH VADER AND THE 
EMPEROR) WILL BE PLEASED TO KNOW THAT THE EARLY PART OF HIS CAREER 
IS TRACKED IN TIE FIGHTER AS HE RISES TO THE RANK OF VICE ADMIRAL” 


supplied TIE Fighter game is based 
loosely.on the events surrounding The 
Empire Strikes Back (as opposed to the 
pre-Star Wars story-line of X-Wing), 
further games could well take the story 
far beyond that. Those of you who are 
absolute Star Wars nuts will no doubt 
be thrilled to note that characters from 
the recently published Timothy Zahn 
Star Wars novels are also included into 
this package. Anyone familiar with 


every Star Wars fan’s dream would be 
an understatement to say the very 
least. It offers so much more than any 
other space combat game and will no 
doubt prove yet again that LucasArts is 
where it’s at when it comes to 


producing state-of-the-art PC games. 
Watch for TIE Fighter hitting the shops 
in May. Hopefully we’ll be bringing you 
a review of the game in the next couple 
of months. Watch this space. 
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THE PIONEERING GREAT NAVAL 


BATTLES WAS RESPONSIBLE FOR A 





WHOLE NEW WAVE OF NAVAL 


_ Great Naval Battles, along with 
Microprose’s Task Force 1942, 
&® pioneered a new sub-genre in 
naval strategy games. The dramatic 3D 
viewpoints and VGA graphics piqued 
many an interest and introduced lots of 
gamers to naval wargaming. Now, SSI 
is ready to release the sequel to Great 
Naval Battles called, wait for it, Great 
Naval Battles 2 (GNB2). Now we know 
what the marketing department does to 
earn its crust. 
To tell the good people of this 
magazine all about the new game | 






































managed to catch a few minutes with 
the GNB2 project manager and 
associate producer, James Young. 
GNB devotees will remember that 
the original game concentrated upon 
the North Atlantic campaign during 
World War 2, specifically from 1939-43. 





Yes, carriers form a big part of GNB2. 
You can command aircraft to 
perform strikes, combat air patrol and 
so on. The emphasis is a little bit 
different too — whereas, in GNB1, you 
had a lot of one-on-one encounters (eg 
Prince of Wales Vs Bismark) in GNB2 


“THE CAMPAIGN HAS CHANGED FROM THE NORTH ATLANTIC CAMPAIGN TO 
THE PIVOTAL GUADALCANAL CAMPAIGN WHICH TOOK PLACE IN THE PACIFIC 
OCEAN. THE TIME IS NOW 1942-43 AND THE COMBATANTS ARE THE US NAVY 
AND THE JAPANESE NAVY” 


You took control of the British or 
German navy during the campaign (or 
via mini-campaign games) commanding 
ships of the fleet from individual bridges 
of ships, via a look-down fleet viewpoint 
and strategically via the ‘admiral’ 
viewpoint. 

This same sequence of play will be 
used in GNB2, but the campaign has 
changed from the North Atlantic 
campaign to the pivotal Guadalcanal 
campaign which took place in the 
Pacific Ocean. The time is now 1942-43 
and the combatants are the US navy 
and the Japanese navy. The combat 
now also includes the carrier battles of 
Santa Cruz and the Eastern Solomons. 


you are dealing with multiple task forces 
each containing five to 10 ships — 50 to 
60 ships in all scattered throughout the 
whole South Pacific. 

Another major difference to the 
original game is the addition of night 
combat. James Young explained the 
reason for its inclusion: “Most of the 
surface battles in the South Pacific 
were night battles. It was very rare to 
have a day-time battle because of all 
the air power. The night battle was a 
new challenge for us because we had 
to deal with things like star shells, 
spotting torpedoes at night and so on”. 

The entire feel of GNB2 is different 
from the original. For example, in GNB1 














users would regularly perform combat at 
ranges of around 20,000 yards. In 
GNB2 the fighting is up close — in fact 
up to around eight to 10,000 yards. So 
every shell counts — even destroyer 
shells affect some of the cruisers. 

The feel of the game is not the end 
to the differences to the system as a 
whole. |O Design, the development 
team which developed GNB for SSI 
learnt from the original and built upon its 
experiences. James Young explains: 
“We found that the damage control in 


and can be launched at long range. The 
American torpedoes are pretty bad’. 
Other changes undertaken by SSI 
included the artificial intelligence. For 
example, task forces are sent to a 
location in a more intelligent manner — 
there are no examples of task forces 
doing the wrong mission at the wrong 
time. Also, individual ships will move 
more intelligently in response to a given 
situation — such as the response to a 
torpedo attack. Also, carrier task forces 
will respond to on-coming enemy task 


“ONE OF THE ESSENTIAL CHANGES TO GNB2 IS THE INTERFACE. IT HAS BEEN 
MADE MORE INFORMATIVE AND EASIER TO USE. FOR EXAMPLE 
INFORMATION WINDOWS WILL POP UP ADVISING YOU THAT A 

SHIP IS BREAKING OFF FROM THE TASK FORCE BECAUSE OF EXCESS 
DAMAGE AND SO ON” 


GNB1 was faulty. For example, it took 
an awfully long time for ships to sink. 
Even destroyers withstood 15 inch 
shells. We were getting complaints from 
people saying ‘God, we’ve been 
pounding this destroyer with the 
Bismark and it’s not going down — 
what’s going on here?’. 

Now the damage control system is 
more realistic. We also changed the 
effects of six inch shells which proved to 
be far more dangerous than they should 
be, we reduced the rate of reload for 
each gun and we also changed the 
torpedoes. In GNB1 the torpedoes were 
relatively useless — in this game the 
Japanese torpedoes (ie Long Lance) 
are deadly. They inflict heavy damage 





The bridge is where all of the action takes place. All 
control of your vessel is activated by clicking on 
various parts of the screen 





forces by either avoiding or launching 
strikes towards them. 

Introducing new factors such as 
carriers, aircraft, effective torpedoes 
and so on to a game like GNB2 
introduces new elements of play and 
possibilities of disrupting the game 
balance in favour of one or more of the 
new features. James Young was ready 
for this problem: “The Long Lance 
torpedo especially, was one game 


factor that was causing us some trouble 
because it was such a deadly weapon — 
one or two could sink a US cruiser. So 
we had to tweak the game to reduce the 
effectiveness slightly to retain game 
balance. For example, we made the 
ships take up defensive manoeuvres, 





The damage report often reveals a pretty bleak 
picture, As you can see here...we’re in pretty deep 
doo-doo. Maybe we should jump in the lifeboats? 





GREAT NAVAL BATTLES 2 


* All of the SVGA 

+ graphics are 

_ extremely clear 

| and convey all of 
| the necessary 


nformation with 


the minimum of 
_ fuss 


we reduced the effectiveness of the 
Long Lance a little bit and we enabled 
the crews to spot the torpedoes slightly 
earlier than normal so they would have 
a chance to evade them”. 

Similarly, for air power, |O Design 
modified the hit chance of an air attack 
on the (sometimes weak) deck armour 
of a ship relative to its size. Basically, 
the larger the ship the greater the 
chance of a hit, but then the better able 
that ship is able to defend itself as it will 
(on the whole) be better equipped to 
respond to attack. 

One of the essential changes to 
GNB2 is the interface. It has been made 
more informative and easier to use. For 
example information windows will pop 
up advising you that a ship is breaking 
off from the task force because of 
excess damage and so on. More global 
commands will also be introduced to 
improve play speed and control — for 
instance the main method of giving 
orders will be to plot commands for 
groups of ships. Individual ship orders 
will be few and far between and will 
generally only be seen when a ship 
breaks off from the task force for a 
particular reason. The reason is simple; 
there are too many ships under your 
command so bringing commands down 
to an individual level would make the 
game unwieldy. > 









Navigation is a simple affair - the clear and crisp 
SVGA graphics present all the necessary information 
with maximum clarity 


A lone Japanese 
ship sits on the 
horizon just 
waiting to be 
blown out of the 
water. Just 
another few 
seconds and he’s 
mine... 
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Although not running 
under Windows, the 
game provides a 
graphical environment 
which is clear, 
detailed and 
extremely easy to use 
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» One feature that was suggested by 
GNB players but has not been included 
in the sequel is submarines. Well, that’s 
not wholly true as James Young 
explains: “We have submarine effects in 
the game although you don’t run any 
submarines yourself. In the campaign 
game there’s a chance that you’ll run 
into a sub patrol. Then depending on 
the size of the task force and the 
number of escorts you have you might 
suffer a submarine attack. We are 
hoping to allow the user to assign 
submarines to patrol areas, but you 
won’t be able to run individual ships”. 
SSI is saving the submarine ethos for 
an entirely different, stand-alone game 
that is in the ideas stage at the moment. 

Graphically and aurally, GNB2 has 





facilities is very easy to do thanks to the intuitive 
interface provided by the game 


been vastly improved. In _ fact, 
graphically, 10 Design didn’t even 
bother using the original graphics 


engine from GNB1. All graphics will now 
be in SVGA mode and, on the sound 
side, there will be digitised sound 
effects including spoken responses to 





hard disk installation to increase speed. 


10 Design is conscious of users 
complaining about large installation 
routines for other CD games which 
does tend to defeat the object of a CD 
game in the first place. Enhancements 
will be restricted to CD quality music. 
The initial design and aims of Great 
Naval Battles were both adventurous 
and admirable. 1|O Design and SSIl’s 
show a willingness to upgrade (with 
patch updates on various BBS systems) 
and support (with quickly released add- 
on disks) — the title is proof of their 
devoted attention to making the idea 


“ALL GRAPHICS WILL NOW BE IN SVGA MODE AND, ON THE SOUND SIDE, 
THERE WILL BE DIGITISED SOUND EFFECTS INCLUDING SPOKEN RESPONSES TO 
YOUR ORDERS. IF YOU CONTROL THE JAPANESE FORCES YOUR ORDER 
RESPONSE WILL BE IN JAPANESE...WITH SUB-TITLES!” 


your orders. If you control the Japanese 
forces your order response will be in 
Japanese...with sub-titles! 

Finally, a CD version on GNB2 is 
planned which will generally be played 
straight off the CD — with, maybe, minor 


say the least - the only omission would appear to be 
the lack of submarines under your command 


‘Night-time warfare is of 


succeed. With the release of Great 
Naval Battles 2 and the planned 


expansion of the system in the even 
more daring directions (see box ‘Great 
Naval Battles 3?’) naval wargamers can 
rely on a full diary — and no social life! 





Great Naval Battles 2 illustrates the importance of the 
different strategies and tactics required 


GREAT NOY 
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10 Design is already looking 
towards the future anda 
possible third program in the 
GNB family. If all the ideas 
come to fruition then GNB3 
will be a CD-only game. The 
probable subject matter will 
be the carrier battles for the 
rest of the war in the Pacific: 
Midway, Coral Sea anda 
mythical carrier battle around 


Pearl Harbour. More technical 
improvements are on the 
agenda such as ships slowly 
sailing into view and fading 
from view gradually, rather 
than appearing on the scene 
as if by magic. There will also 
be a true top-down view for 
air attacks. 

Other projects that are 
still at the ideas stage include 


a world navy construction kit 
that would allow users to 
create foreign navies such as 
the French or Italian forces of 
World War 2. Better still, 10 is 
considering supplying all the 
world’s ships from 1905 to 
1950 and letting the player’s 
imagination run wild with 
unlimited construction 
options. 











25th Anniversary is an addictive blend of starship combat and point-and-click 
adventuring. Get Kirk to order around Sulu and Chekov as the Enterprise prepares to 


engage the awesome Klingon D-7 


de 


Hl A @® almost standard practice 
these days to release a 

game on floppy before 
switching over to compact disc and 


cramming in loads of new features 
like digitised dialogue and smart 
introduction sequences. Very few 


games however, have a cast list quite 
like Interplay’s Star Trek which reunites 
the original characters a quarter of a 
century after they first met. 

Trekkies will freak at this game. 
They may have liked the original 
adventure, but this blows the floppy 
version into oblivion. Can you imagine 
their reaction when Spock exclaims the 
illogicality of an action you just 
performed? | hope this CD comes 
complete with rubber underpants 
because this is the game to make all 
Trekkies lose control of their bladder. 

The CD-ROM version of Star Trek: 
25th Anniversary is essentially the same 
as the floppy game, but with digitised 


there, then? 


You’ve heard all the garbage about space being the final frontier and that the 
Enterprise’s mission is to boldly go where no man has been before. What’s he doing 
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Soundblaster, AdLib, Roland, 
ProAudio Spectrum Sound Cards, Mouse, Joystick 





STAR TREK CELEBRATES ITS 25TH 


ANNIVERSARY WITH A BOTTLE OF BUBBLY AND 


THE ENTIRE CAST REUNITED FOR THE TALKIE 


VERSION OF INTERPLAY’S GROUND-BREAKING 








ADVENTURE GAME. 





is Bones and of course Leonard Nimoy 
provides the dulcet tones of Mr Spock. 
This is obviously the most attractive 
feature of the game and makes it much 
more appealing, even to the Star Trek 
ignoramus. The speech may sound like 
it is being read straight from a cue card 
but hey, that’s just like it was in the 


“GOD KNOWS HOW MUCH INTERPLAY PAID SHATNER AND COMPANY TO 
APPEAR IN THIS CD RELEASE, BUT THE END RESULT IS WELL WORTHWHILE. 
MEMORIES OF UNCONVINCING SETS AND RUBBER MONSTERS COME FLOODING 
BACK AS KIRK ANNOUNCES THE VOYAGES OF THE STARSHIP ENTERPRISE, 
THEN THE THEME TUNE KICKS IN GLORIOUS STEREO” 


speech replacing all of the typed 
dialogue. All the original missions are 
here although the final mission is 
completely new, taking Kirk and co 
through the universe as they boldly go 
where no man has gone before. 

For the uninitiated Star Trek player, 
this adventure follows the Enterprise 
through a series of missions which allow 
the player to control the entire cast of 
Star Trek. For the CD game all the 
original cast members have returned to 
record the dialogue. William Shatner 
revives his role as Kirk, DeForest Kelley 


original series! 

There are two sections to the game. 
Most of Kirk’s time is spent exploring 
planet surfaces, interacting with other 
characters and generally giving the 
Klingons a hard time. But watch out, 
because revenge is a dish best served 
cold and it’s very cold in space! All too 
often the Enterprise is attacked by 
Klingon, Romulan and Elasi pirates, 
leaving you no option but to order Sulu 
to activate the weapons and Chekov to 
raise the shields before they fire their 
photon torpedoes. 





God knows how much Interplay paid 
Shatner and company to appear in this 
CD release, but the end result is well 
worthwhile. Memories of unconvincing 
sets and rubber monsters come flooding ° 
back as Kirk announces the voyages of 
the Starship Enterprise, then the theme 
tune kicks in glorious stereo. You'll have 
to wait a while to get your hands on Star 
Trek CD -— it’s not due to be released 
until May so you’ll have to resort to 
watching the re-runs on BBC2 for the 
time being. | 








In this, the CD-ROM version of Star Trek: 25th 
Anniversary, all the voices are digitised by the 
original cast from the ageing Star Trek series. 
Leonard Nimoy, William Shatner, one 
Takei...they’re all here 
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The actual game 
screens have been 
sharpened up for 
this version, and 
with the inclusion 
of the FMV they 
do look very good 





























fA BM a time where the technological 
maxim seems to be ‘bigger, 

i I Wi better, faster, more’, Sim City has 
stayed at the top of the heap without 
following this way of thinking. Released 
over three years ago now, it still has a 
massive following among those 
wannabes who list town planning and 
running for local government as their 


“THE MAIN DIFFERENCE BETWEEN THIS AND ITS FLOPPY BRETHREN IS THE FACT 
THAT THERE IS AN ENORMOUS AMOUNT OF FULL MOTION VIDEO (FMV) TO BE 
FOUND IN THIS VERSION” 


ambitions in life. Combining simple 
gameplay with an open-ended style of 
game progression, it has managed to 
amass a following that could well 
elevate the game to a cult status. Now, 
with the age of the CD-ROM gradually 
dawning and spreading a new kind of 
light over the realm of PC software, the 
time has finally come for the expected 
upgrade onto a nice new shiny piece of 
laser reflective plastic. 





Sim City, for the two people out 
there who don’t know what the hell all 
this is leading to, is part gods game and 
part business management simulator. 


Taking on the role of a mayor running a =>——— 


small (at the start) town, it’s up to the 
player to make the decisions and run 
things in a way that is going to benefit 
both the town and its inhabitants. Taxes 


need to be set, roads and housing 
estates need to be built, not to mention 
powerplants (both traditional coal and | 
nuclear), industrial centres, power lines 
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CD-ROM Drive 





SUPPORTS 


Soundblaster, AdLib Sound Cards, Mouse 





ALREADY A BIG HIT WITH FLOPPY USERS 


AND NOW UPGRADED TO A 2000 VERSION, 


SIM CITY GETS THE FULL CD-ROM WORK 


OVER WITH A RATHER LARGE DOLLOP OF 


FMV THROWN IN FOR GOOD MEASU 


RE 


The ‘peeks’ that are available at various 
stages throughout the game allow you to 
take a wander into the living-rooms and 
bedrooms of your tax-paying public to 
see what goes on behind their locked 
doors. Sometimes you'll be pleasantly 
surprised, but most of the time you'll] 
wonder where you went wrong, just like| 
a good parent should) 


and a whole host of other amenities that 
the average Joe in the street takes for 
granted. This is the kind of game that 
almost (but not quite) makes you feel 
sympathetic towards the plight of your 
local council. 

The user interface of Sim City must 
surely rank as one of the most intuitive 
to be found in any game. Actual game 
instructions are made somewhat 
redundant because of the ease with 
which things can be picked up — simply 
click on one of the icons representing 
the construction that you wish to build, 
and place that building on the map. No 
mess, no fuss, just good clean town 
planning and management fun. 

OK, so aside from the simplicity of 
the interface, and ignoring the cult 
following that the game has achieved, 
what’s so special about the CD version 
of this game? The main difference 
between this and its floppy brethren is 
the fact that there is an enormous 
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guy wearing a ski mask, who proceeds 
to liberally pour petrol over the reporter, 
finally finishing the job off by asking her 
if she’s got a spare match! 

The rest of the footage is no less 
tongue-in-cheek, with the monster 
disaster represented by footage of a 
giant Godzilla-like lizard stomping 
across the city, causing untold damage 
to your developments and giving the 
taxpayers something to really bitch 
about at the next AGM. 

As well as the disaster FMV, there 
are also ‘peeks’ that can be accessed at 
certain times throughout the game. 
These small chunks of video let you 
take a look through the windows of your 
charges and see at first hand just what 
goes on behind the doors of the 
outwardly respectable inhabitants of 


“THE ORIGINAL SIM CITY HAS BEEN BUILT UPON (IF ONLY SLIGHTLY) AND 
MADE MORE ACCEPTABLE TO THE CD USER. IT HAS IMPROVED GRAPHICS, THE 
INCLUSION OF SOME EXCELLENT FMV AND ABOVE ALL IT RETAINS THE 
PLAYABILITY THAT MADE THE GAME SUCH A WINNER IN THE FIRST INSTANCE” 


amount of full-motion video (FMV) to be 
found in this version, detailing all the 
major disasters that can befall the town 
under construction. For example, when 
(or if) a fire starts that threatens to 
engulf the whole of the populated area, 
the normal playing screen is replaced by 
a news reporter telling it like it is. 
Scenes of destruction abound and, ina 
little comic interlude, the anchor woman 
reports that “There are rumours to the 
effect that the fires have been started 
deliberately”. Right on cue in walks a 


a 


Multiple windows are 
relevant information constantly on display 


your town. What you will see depends 
on many factors, but from the 
small selection that | witnessed it 
seems that my town is full of money- 
grabbing, knicker-sniffing, self-obsessed 
charlatans! I’m obviously doing 
something right. 

FMV aside, the difference between 
this and the original version on disk is 
mainly confined to the graphics. The 
original DOS version of the game used 
windows to display the various screens, 
but they didn’t behave in the way that 


> $938 | 





you would expect — the word ‘clumsy’ is 
probably the best way to describe them, 
meaning that they couldn’t be scaled 
and re-sized without the use of a menu. 
They also looked slightly lacking which, 
although not having a direct effect on 
the gameplay, did tend to bring the 
presentation of the game down slightly. 
Of course, this problem was overcome if 
you purchased the Windows version of 
the game, as by its very nature 
Windows is able to scale and re-size 
windows at will, presenting them in a 
much clearer way as well. 

The graphics of the game have been 
updated for the CD version, with better 
defined buildings that look a lot more 
like their counterparts in real life, and a 
window system that allows you to 
manipulate the different screens with 
greater ease. Another feature found in 
this version of the game is the inclusion 
of sound effects. In the original the use 
of sound was virtually non-existent, but 
because CD-ROM is the _ natural 
medium for this sort of thing, the 
programmers have included a multitude 
of sound effects in the new version. 

While most of the time these sound 
effects fit the game well, as in aircraft 








taking off and the noise of traffic, there The disaster 
: scenes present a 
are times when it grates, such as when very humorous 
building roads. We all know that the depiction of what 
sound of a pneumatic drill churning up a __is happening. 
great lump of motorway is loud, but do _ Interspersed with 
we have to have it simulated in the __ this fire footage is 
game? Every time you build a new _ the phantom (and 
very polite) 


stretch of road, the accompanying 
sound effect kicks in, forcing you to 
reach for the volume dial. 

This little faux pas aside, the original 
Sim City has been built upon (if only 
slightly) and made more acceptable to 
the CD user. It has improved graphics, 
the inclusion of some excellent FMV and 
above all it retains the playability that 
made the game such a winner in the 
first instance. As always, a full review 
will appear in these very pages in the 
near future. a 


arsonist, Ken 
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li M7 Sun was one of those games that 
had an enormous amount of 


\ NA potential, but was ultimately flawed 


due to a lack of variety in the missions 
and tasks posed. Admittedly it was a 
vast improvement in’ terms. of 
presentation and game interface, but it 
seemed to play like ‘just another AD&D 
game’. 

Despite the way it looks, Al Qadim 
has actually been produced by a 
completely different team than those 
who were responsible for Dark Sun. At 
first glance it seems to utilise the same 
game system, however it becomes clear 
after spending a while with the product 
that a number of enhancements have 
been made. Although still produced in 
conjunction with TSR, Al Qadim has 
been put together by Cyberlore Studios 
as opposed to the SSI Special Projects 
Group. It’s also worth noting that 
this new game is one of the first SSI 


Jum zed characters tend to crop up quite a lot throughout the adventure, from 
the demonic to the distinctly odd like this huge naked bloke submerged in icy water 





There are certainly some 
very large characters in Tr] 
the game. The Genie ' 
Lords are some of the i= 
largest animated items fis 


projects (along with the Gothic horror 
game Ravenloft set for release in a few 
months) to be based on the Advanced 
Dungeons and Dragons Second Edition 
system — something which stretches 
beyond the simple realms of orcs, 
goblins and wizards and into other 
equally fantastical domains. 










AFTER THE DISAPPOINTMENT OF 


DARK SUN, CAN AL QADIM REDEEM 


SSI’S ADVANCED DUNGEONS AND 


DRAGONS RANGE? 


provides you with a single character 
whose fate has already been decided, 
thus allowing you to get straight into the 
thick of the action. 

Set in a mythical world loosely 
based on the Arabian Nights, you find 
yourself thrust into a land consumed by 
magic and dark sorcerous deeds. As a 


“IN TRUE AD&D STYLE, THE BULK OF THE GAME INVOLVES A GREAT DEAL OF 
EXPLORATION COUPLED WITH EXTENSIVE COMBAT AND IN THIS AREA THE 
GAME APPEARS TO EXCEL” 


It still uses the simple top-down 
scrolling terrain with an easy to use 
point-and-click interface, but whereas its 
predecessor had you in control of an 
entire party of adventurers, Al Qadim 
sees you playing part of just one hero — 
and a predetermined one at that. Rather 
than spending time generating your own 
game character and_ establishing 
statistics and abilities, the game 


descendant of a once mighty clan that 
has since been dishonoured, your 
mission is to travel across the land and 
confront the all-powerful Genie Lords in 
an attempt to restore* your family 
honour. In true AD&D style, the bulk of 
the game involves a great deal of 
exploration coupled with extensive 
combat and in this area the game 
appears to excel. 





Fai Sy 


: sunray 
There are some very imaginative foes to be fought against in Al Qadim, with 
adversaries inspired by the Arabian Nights and even Jason and the Argonauts 


The implemented point-and-click 
interface of Al Qadim is both intuitive 
and simple, providing you with an easy 
tool with which to interact with both the 
environment and the characters that 
inhabit it. Items can be manipulated, 
characters can be questioned and 


creatures (of which there are a vast 


number) can be battled against. 

The single character nature of this 
game ensures that it is far more of an 
action-based RPG than previous SSI 
attempts, with control of your hero being 
continuous throughout. The game isn’t 
turn based and could be likened 
to some of the more arcade-style PC 
adventure games. Like the impending 
Ultima VIII, it seems that the trend in 
this style of role-playing game is for the 
emphasis to be placed far more on the 
actions and abilities of the individual as 
opposed to a large party of characters 





numerous puzzles to be solved and 
challenges to be faced, as well as a 
severe dose of magic. As with its 
predecessor, Al Qadim offers a fairly 
large number of spells that must be 
mastered as well as a wide variety of 
magical items which need to be utilised 
if many of the game’s more complex 
puzzles are to be solved. One of our 
major complaints when reviewing Dark 
Sun was that although the range of 
magic available was impressive, you 
rarely had access to some of the 
more spectacular incantations. SSI 
representatives inform us that this won’t 
be the case with Al Qadim — as long as 
the player is sufficiently far into the 
quest, far more control of the magic will 
be at their disposal. 

Beyond the improvements made to 
the basic SSI game engine, it seems 
that the graphics have also been 


“LIKE THE IMPENDING ULTIMA Vill, IT SEEMS THAT THE TREND IN THIS STYLE 
OF ROLE-PLAYING GAME IS FOR THE EMPHASIS TO BE FAR MORE ON THE 
ACTIONS AND ABILITIES OF THE INDIVIDUAL, AS OPPOSED TO A LARGE PARTY 
OF CHARACTERS EACH WITH DIFFERING CAPABILITIES” 


each with differing capabilities. 

Coupled with all of this new-found 
action is the old and traditional fare of 
the tried and tested RPG. Fear not, it 


improved upon since Dark Sun. 
Characters are now much larger on 
screen and as a result are considerably 
more detailed — the Arabian characters 
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well as 
the numerous 


flamboyant clothing, and 
enemy characters 
encountered vary from simple thugs, 
Cyclops and warriors with all the 
appropriate accoutrements, to vast 
muscular genies that fill the best part of 
the screen! 

Although virtually complete when 
displayed at the CES last month, there 
is still a small amount of work that 
needs to be done on the project. We’re 
informed by US Gold (who will be 
releasing the game in the Uk) that the 
game should be ready at some point 
around the end of March, so it now 
seems likely that we’ll see the game in 
the shops during April. Watch out for a 


ays Oya rj 


There are a lot of 
characters to 
interact with, all 
of which vary in 
social standing 
within the 
mythical land, 
from the 
dishonoured 
members of your 
once noble family 
to the highest 
royalty of the land 





CD-ROM edition of the game soon 


isn't all fun and frivolity — there are still all wear turbans and ornaments as _ after. | 









Re as a 
roughout the world of Al Qadim will take you to a wide variety of 
locations, from the desert to the middle of the ocean 








i a | 
As you can see here, many of the characters are actually quite large and as a result 
contain a considerable amount of detail 






















A MUCH ANTICIPATED GAME, THEME PARK IS 


THE FIRST RELEASE IN THE NEW ‘DESIGNER’ 


SERIES FROM BULLFROG. 


The pearly gates of (a 
Theme Park, rendered | 
on a Silicon Graphics | 


(see feature last S 
issue). The graphical 
style of Theme Park # 

swings from realistic 
(in a Willy Wonka kind 
of way), to cartoon- } 
like 











RODUCT 








Soundblaster, AdLib, Roland Sound Cards 





» of playing God in Populous, or 
| blasting corrupt businessmen away 

W in Syndicate? | doubt it. Bullfrog is 
renowned for its original and creative 
approach to computer game design — 
name one of its games that hasn’t been 
well-received by both the press and the 
public. 

With this in mind, and the fact that 
Bullfrog has had three _ potentially 
stunning titles in development for over a 
year, it may come as no surprise to 
learn that many people have been 
foaming at the mouth in anticipation of 
this release. 

Taking the role of a nephew who has 
inherited a fortune from his rich but 
eccentric aunt, you are required by her 
will to spend your entire inheritance 
creating the world’s biggest and most 
profitable theme park — an irritable 





> 43 C: a: | S 
The anaaee i the roller-coaster prey he nat scietis at all times hecause 
this is one of the most popular attractions in the entire park. While it thrills the 


visitors, it also lines your pockets 


accompanying catch but one with great 
scope for fun nevertheless. You see, not 
only does Bullfrog know how to produce 
quality software, but it also seems that it 
has an entire team working on story- 
lines too! 

You too can become Mr Towers (as 
in Alton Towers — the singer/songwriter), 
building your very own theme park in 
any one of a number of locations. Set up 
a roller-coaster in the Arctic, Florida or 
California (among other places) and 
charge people extortionate prices to get 
in. But seriously, wnat Theme Park 
essentially does is combine all the fun of 
creating your own theme park with that 
of running a business, competing 
against 40 other theme parks located 
throughout the world. If rival theme 
parks are allowed to grow bigger than 
your own set-up, then your competitors 
will attempt to buy shares in your park 
and turf you onto the street. Your goal is 
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If they’ ve got eatiug better to do, ven 7 kancyiiea 
will cut the grass surrounding your rides. | may have 
employed a few too many handymen to cut this bit of 
grass... 


money you are provided with. You are 
allowed to experiment with anything in 
the park until either you run out of cash 
or your visitors destroy the park. 
Simulation is the second style of play — 
more difficult than Sandbox, you are 
required not only to create a theme 
park, but you must also adhere to strict 


“WHAT THEME PARK ESSENTIALLY DOES IS COMBINE ALL THE FUN OF 
CREATING YOUR OWN THEME PARK WITH THAT OF RUNNING A BUSINESS, 
COMPETING AGAINST 40 OTHER THEME PARKS THROUGHOUT THE WORLD” 


to keep your company afloat and 
expand in size, while at the same time 
satisfying the needs of the ever-present 
theme park punter. 

There are three types of play 
available to the Theme Park player. 
Sandbox is the most basic, simply 
involving creating a theme park for your 
visitors using the generous sum of 


may all end in tears 


Minor rides can ake cacene more or or less anywhere within the park. Boney’ canes 
and snake slides are great for the kids, but don’t put them next to a food shop or it 


safety regulations. In essence, this level 
of play takes into account everything 
that would affect how a real theme park 
is operated and controlled. The third 
and final level of play is called the 
Business Simulation, and is a full-blown 
business operation that challenges the 
player to build the park and run it as a 
successful business, incorporating 


Burgers, fries and drinks all 
in a line. In a prime place 
too, so there should be 
nominal vomiting and 
optimum troughing! 






Aren’t bouncy castles great? 
mélée, then it’s time to get your shoes back on. 
Remember the poo! of sick that used to float around 
in the castle corner?! 

marketing, forging contracts and 
negotiating with staff over wages. 

There are 32 purpose-built rides to 
choose from, six of which are user- 
definable, including a race car ride and 
a helter-skelter which can be built up to 
a quarter of a mile in height! The player 
can adjust the height and design of 
roller-coasters, add corkscrew sections, 
loop-the-loops and also decide at what 
speed the rides will run at — the faster 
the ride, the better the buzz, but 
unfortunately the faster the ride, the 
more risk the player takes with safety. 
The player can choose between 16 
available shops to place throughout the 
park, including a chip shop, a balloon 
shop, a toy shop and a cola stand. 
Positioning of these stands is of 


paramount importance — placing a chip 
shop next to a fast ride could well end 
up being one mistake you wish you 
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Plime 


work! 






a large influx of screaming kids is only possible if your exits ai 


marked and if you have ‘parkies’ posted on every corner. Oppression obviously does 


hadn’t made! And that’s not all — you 
can also alter just how much salt you 
put on the chips. It’s true! The saltier 
your chips are, the thirstier your visitors 
become, resulting in increased drink 
sales. Wowser. 

If your visitors do start to vomit on a 
regular basis or they get thrown from a 
moving ride (horror of horrors — but it 
looks quite funny), your reputation will 
suffer badly. A theme park with a bad 
reputation will attract all manner of 
thugs and undesirables who will beat up 
the visitors and vandalise the rides. 
Guards can be posted to keep the 
peace and other handymen are at hand 
to clean the place up (too much litter 
can deter potential punters). If rides 
break down, maintenance men must be 
deployed to mend them quickly and if 
crowds tire of queuing, entertainers 
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combats this) and people leave if the 
queues are too long. Snaking queues, 
as anyone who has spent a day at Alton 
Towers can attest, always seem shorter 
than straight queues of comparable 


“THERE ARE 32 PURPOSE-BUILT RIDES TO CHOOSE FROM AND SIX USER- 
DEFINABLE RIDES, INCLUDING A RACE CAR RIDE AND A HELTER-SKELTER WHICH 
CAN BE BUILT UP TO A QUARTER OF A MILE IN HEIGHT!” 


dressed in a variety of silly outfits can be 
sent out to make fools of themselves. 
Theme Park doesn’t stop there 
though — entrance fees, salaries, 
gardening chores and the usual money 
management all need to be attended to 
if you are to continue thrilling your 
visitors. As the first coachload of people 
arrives, it is an uphill struggle to please 
them. Kids cry if they get lost in the 
maze of pathways (planting signs 





Fi t 
re clearly 





length, so this could be just one strategy 
worth considering when you start your 
very first theme park. 

Theme Park is inked-in for a May 
release and will set you back £44.99. A 
CD-ROM version complete with some 
enhanced bits is set for simultaneous 
release, so make a note in your diary — 
“Must remember to buy the next issue of 
PC Player to get the full low-down on 
Theme Park”. Sweet. @ 


al 


away from the machinery. Lining long pathways with a row of trees is not only 


aesthetically pleasing, but it also keeps the visitors happy 


White-knuckle rides 
- bring in the most 
money. Roller- 

coasters are fine if 
_ they are maintained 
* correctly. Expanding 
z the tracks is also 





The location of 
your theme park 
determines the 
weather 
conditions and the 
type of visitor you 
get frequenting 
the place 
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PC PLAYER ISSUE FIVE 


CD REVOLUTION 


days of the PC being the epitome 
of cross-compatibility seems to be 
over. An unfortunate fact | know, 


IF YOU 


PLAY THE 


LATEST 


YEAR YOU 


TO NEED A 


WHAT WILL 


NEXT? 





but it seems that there is such variance 
in the requirements for modern games 
that you can no longer argue that any 
game will run on any PC. Just take a 
look at the specs of the latest games 
and what they require...486 minimum, 
8Mb of memory, SVGA, CD-ROM. The 
era of the MPC (multi-media PC) is 
upon us. From what we saw at the CES 
in January it looks as though the whole 
market is going to be tipped upside 
down by the end of the year. 

Why is this though? What's 
happened? Who decides that all of a 
sudden our 386 with 4Mb is out of date? 
Some would say that it’s all inevitable 
due to the fact that more powerful 
hardware is getting cheaper and 
cheaper, and to some extent this is true. 
It could be argued that the software 
houses are dictating the’ situation 
somewhat. 

Think about this for a moment...most 
good quality PC games currently need 
to eat up about 20Mb of hard disk space 
once installed, and to transfer this 
amount of compressed data you very 
often find that the software companies 
are packaging games with 12 or more 
floppies. That’s a lot of disks when you 
consider that a really good game can 
sell up to 20,000 copies — 12 different 
manufacturing runs of 20,000 is a lot of 
production time and doubtless costs a 
pretty penny. 

Now think about this - a CD can 
hold up to 200Mb of data on one disk 


interactive movies. These usually 
require utterly ridiculous system set-ups 
— usually needing things which conform 
to MPC-2 standard (ie the 
aformentioned 486, SVGA, 8Mb, CD- 
ROM monstrosity) and to tell you the 
truth, they’re not really that good. OK, 
they’ve got lots of real actors in them 
and lots of full-motion video (FMV) 
footage coupled with pre-rendered 3D 
stuff — you can’t really deny that they 
are indeed multi-media but they just 
seem to have been created for the sake 
of it. 

It’s all very well and good having an 
interactive movie experience, but very 


four) is a game that has been 
developed specifically for CD-ROM. 
Although never originally intended for 
floppy release it’s just been announced 
that a 3.5” disk version will be released 
(apparently the CD _ revolution is 
happening a little later than Sierra-On- 
Line anticipated), but it will be a cut- 
back version of the game, and even 
then it'll require 20Mb of your hard 
drive. 

As for later in the year, we already 
have news that Ultima VIII is the last 
floppy-based Ultina game — Ultima IX 
(set for an early 1995 release) is 
scheduled to be a CD-specific title as 


“THE PC GAMES MARKET SEEMS TO BE GETTING MORE AND MORE 
FRAGMENTED AS THE YEARS GO ON. THERE WAS A TIME WHEN ANY GAME 
WOULD RUN ON ANY PC - [T WOULD JUST BE AFFECTED BY PROCESSOR SPEED 
AND GRAPHICS STANDARD. HOWEVER THERE ARE NOW SO MANY VARIABLES 
TO TAKE INTO CONSIDERATION THAT THE WHOLE THING HAS ALMOST TURNED 
INTO A TOTALLY NEW SYSTEM” 


often it’s not that interactive — you just 
seem to initiate a chain of pre- 
determined events in a set sequence. 
Very thrilling. To be honest I’ve never 
really yearned to play any part ina 
movie, it’s only my humble opinion, but 
part of the beauty of watching a film is 
that it tells a story which you can just sit 
back and enjoy. 

By the end of 1994 though, it’s not 
going to be quite so clear cut. We’re 
already hearing news from various 
software houses that CD will be the 
medium of 1995 whether the punters 
want it yet or not. Remember the way 
5.25” disks disappeared a while ago? 


“WHO DECIDES THAT ALL OF A SUDDEN OUR 386 WITH 4MB IS OUT OF DATE? 
SOME WOULD SAY THAT IT’S ALL INEVITABLE DUE TO THE FACT THAT MORE 
POWERFUL HARDWARE IS GETTING CHEAPER AND CHEAPER, AND TO SOME 
EXTENT THIS IS TRUE. IT COULD BE ARGUED HOWEVER, THAT THE SOFTWARE 

HOUSES ARE DICTATING THE SITUATION SOMEWHAT” 


and it can be manufactured at a fraction 
of the cost. On top of this, due to the 
fact that CD is both a) a new media and 
b) something which is very often a 
showcase for new technology (ie FMV, 
SVGA. graphics, full speech, etc) the 
companies can slap an extra tenner on 
the asking price and actually get away 
with it. Food for thought isn’t it? 

Face it people, by the end of the 
year, if you haven't got a CD-ROM drive 
in your machine, chances are you’re not 
going to be able to play 50 per cent of 
the new games which are released. At 
the moment it all seems a bit up in the 
air — on one hand there’s the ‘talkie’ 
games such as Day of the Tentacle or 
Indiana Jones which are just pretty cool 
to play, and on the other hand we have 
the full ‘multi-media experiences’ which 
are more often than not referred to as 


No one was really told that it was 
happening, it just happened. All of a 
sudden you could only get games on 
3.5” floppies. Well, it’s going to happen 
all over again — the CD is coming and 
it’s going to hit this year. 

The games which are currently 
being previewed by software houses 
are probably the last batch that we’re 
going to see as disk-specific titles. 
Whereas CD is currently an option 
which happens to have enhancements 
(such as the LucasArts talkie games), it 
won't be long before we get CD games 
which are seriously stripped back to fit 
on an enormous number of disks. As 
soon as that happens, floppies will start 
disappearing altogether. 

Surprisingly, it’s actually started to 
happen already — Sierra’s forthcoming 
Outpost (previewed in PC Player issue 


are future instalments in the Origin Bio- 
Forge and System Shock series of 
games. Simulations are also likely to be 
hitting CD with a vengeance — after 
seeing the TFX CD-ROM it’s clear that 
a lot can be done with sound to help 
generate a more believable 
atmosphere. Who knows what could be 
done with something like Flight 
Simulator 6.0? 

I’m sorry to say that the end result of 
all of this is that everyone is going to 
have to dig into their pockets this year 
and shell out the money to buy one of 
these blasted CD drives. OK, they’re 
getting cheaper (something like a 
Panasonic double speed drive costs 
about £200) but if you want to stay up to 
date and play the very latest games 
there’s a good chance that within a year 
you'll even need a PC that conforms to 
the MPC-2 standard. CD-ROM is nearly 
established and SVGA isn’t far behind 
it, 8Mb of memory will no doubt be 
needecL_by next year and at least a 48d 
DX2 is’ already becoming’ the 
recommended specification. 

Unfortunately things won't stand still 
here though. By the time you’ve got 
yourself the meatiest system you can 
possibly afford, there’ll be an MPC-3 
standard which is even more powertul. 

The PC games market seems to be 
getting more and more fragmented as 
the years go on. There was a time when 
any game would run on any PC — it 
would just be affected by processor 
speed and graphics standard. However 
there are now so many variables to take 
into consideration that the whole thing 
has almost turned into a totally new 
system. Let’s hope that if you’re hooked 
on PC games you have a bank 
manager willing to support your habit. @ 
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before it’s too 
a U PRY: There’s still 

time to get your 
hands on the last three issues of PC 
Player. Don’t wait for too long because 
supplies are already running extremely 
short, so move now if you want to 
complete your collection of the only 
magazine dedicated to the serious side 
of PC entertainment... 


SIMPLY FILL IN THE FORM BELOW 
AND INCLUDE A CHEQUE OR POSTAL 
ORDER FOR £3.00 


Make sure you don’t miss out in future 
months by subscribing to ensure that 
you receive your copy of the magazine 
every month? Simply turn to page 63 for 
further details of how you can get a 
year’s supply of simulation, adventure 
and strategy coverage along with a top- 
quality game thrown in at a bargain 
basement price. | 
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ISSUE 1 
The first issue of the most innovative and original 
PC games publication on the market. If you 
missed out, order quickly because this is already 
in very short supply 


ISSUE 2 
Featuring the first. ever review of Sam & Max, 
along with Aces Over Europe, IndyCar Racing, 
Star Trek: Judgment Rites and much more 


ISSUE 3 
Esteemed graphic novelist Dave Gibbons talks to 
PC Player about his involvement with Virgin’s 
superb Beneath a Steel Sky. Plus, how Silicon 
‘Graphics are affecting PC games. 


ISSUE 4 mi 
Creation simulation special - a massive super tes 
of all the very best in 'God' sims along with the 
definitive review of one of the biggest game 
1994 - Sim City 2000 ‘e® y 


PLAYER 


SIMULATION ADVENTURE STRATEGY 














































REVOLUTIO IBBONS 












£3.00 PER ISSUE (INC P&P) 














ADDRESS: 





Pl 
PP] 





SRT siptitsaie 
PAYMENT BY CHEQUE OR POSTAL ORDER 


| PAYMENT MADE TO MAVERICK MAGAZINES LTD | 























bi 
|SEND COMPLETED FORM AND PAYMENT TO: | 











PC PLAYER BACK ISSUES, 





I 











POSTCODE: 


MAVERICK MAGAZINES, 











ea 





PLEASE SEND ME THE FOLLOWING BACK ISSUES: | 























2 oa 


OX1 15H. 








ores 3 


| Subject to availability 















© LEVEL ONE 


WHOEVER SAID SHADOWCASTER WAS EASY? WELL, IT’S NOT THE TOUGHEST 


ROLE-PLAYER YOU'LL ENCOUNTER BUT WITH MORE GORE THAN DEPECHE MODE 


YOUR LIFE COULD DEPEND ON THESE ESSENTIAL SURVIVAL TIPS THAT TAKE YOU 


FROM THE START TO LEVEL 17. 


SHADOWCASTER 





1 A monster attacks as soon as the 
game begins — deal with it with a few 
boots to the face. Touching the obelisk 
will give you the form of the Maorin and 
will also unlock the gate which leads to 
the portal and the rest of the level. 


2 The floating chest can be destroyed 
with the shuriken. Inside is the triangular 
key which can be slotted into the statue 
to reveal a portal which leads to level 
two. Watch out for the fireball the chest 
spits out if you hang around too long. 


3 Every time one of the man-eating 
plants is destroyed a small float seed is 
left behind. Pick up the seeds and place 
them on the quicksand because this will 
create a path across the hazardous 
mud. 


4 Morph into the Maorin form and use 
the seventh sight ability, revealing the 
pressure pads which must be avoided. 
Accidentally hit a pad and the room will 
be engulfed in fire. 


5 Select a ranged weapon (the shuriken 
‘is ideal) and take out the small amulets 
that are found above the flames. As 
soon as the third talisman is destroyed 
the fires will be extinguished and a 
couple of the weird beasts will appear, 
lobbing lightning bolts. 


6 One of the statue heads needed for 





level three is found here. 


7 Step inside to take a ride to the third 
level. 





simultaneously deal with 30 or so 


| rotting bodies. 
| 


2 The key is a trap, but pick it up 
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» LEVEL TWO 


1 Making sure you're not in the Maorin 
form (cats don’t like water), swim 
towards the chain, avoiding the bats that 
hang from the ceiling. Yank the chain to 
empty out the water. 


2 After the water has drained away you 
can walk safely around, ignoring the 
bats stranded high above. Grab the 
skull that is found on top of the alter 
here... 


3 ...And place it on top of the skeleton 
set back into the wall. Instantly the 
skeleton springs to life so get ready to 
fight. Kill it and another passage will 
open, leading to the excellent magical 
sword and the exit. 


4 Another of the level three statue 
heads is found around here. 


! anyway. Wooden stakes spring from 
the ground but retract within seconds, 
unleashing three or four bloodthirsty 
pygmies. A few slashes with the 
magical sword will defeat them easily. 


3 Statue head number three is located 
in this corner. 


4 With three of the statue heads in your 
possession, swim across to the island 
in human form and kill the monster. 
Pick up the fourth head and slot them 
all into position on the headless statues 
found on each pillar. A staircase will 
appear, leading down to the next stage. 








1 Step out of the portal and into the 
misty fourth level. The place is strewn 
with corpses hanging from spears. Get 
close and they’ll transform into sword- 
wielding skeletons that chase you 
around the level! Take them out as you 
encounter them otherwise you'll have to 








@ LEVEL SIX 


1 This room has a few pygmies in it and 
a couple of bats flying around. The 
pygmies fight back but the bats are fairly 
harmless. Take them out with the 
throwing star anyway 


2 Crack open this chest with the sword 
to collect the goodies hidden within 


3 Once again take out the ever-useful 
shuriken and throw it at the moving 
target at the other side of the acid pool. 
Get a direct hit and a bridge will span 
across gap 


4 This is where you encounter your first 
big creature — a four-armed skeleton 
lord which throws fireballs! Don’t worry 
too much about his fireballs, just change 
into Maorin form and get in close with 
your sword 


5 Touch the obelisk in this room to gain 
the form of Caun the Healer 





© LEVEL SEVEN 


1 Visiting the temple for the first time is 
pretty straightforward. Walk forwards 
and take out the four-armed demons. 
They’re pretty tough in hand-to-hand 
combat so don’t be afraid to retreat and 
regain energy using Caun’s magical 
powers 


2 In each of these rooms is a small 
amulet which must destroyed by hitting 
it a few times with the shuriken. This will 
open the door leading to the portal 
junction to the north. Unfortunately each 


of the amulets is protected by a 
coloured wizard. The blue magicians 
zap away your power (used for magic 
and morphing) while the red wizards 
deplete your energy (used io stay alive!) 


3 These rooms will only appear after 
each time your return to the temple. The 
second visit will place you in the top 
right (you'll need to change into the 
Opsis form to fly safely over the flames) 
and subsequent visits will bring you out 
at one of the other entrances 


4 All the portals are here but you can 
only enter the opening teleporter. The 
fifth entrance in the centre will only 
appear when you have acquired four of 
the shape-shifters 
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® LEVEL11— 


1 Chat to the old guy behind the cell 
door to find out more about the task 
ahead 


2 Yank the chain in the north room to 
unlock the gate to the south 


3 Pull the chain and the cage will rise 
up out of the mud and reveal Caun’s 


GENERAL TIPS | 
Whenever you | 
decide to restore | 
health using a} 
| potion of the fruit, | 
make sure you’re | 
|= in the form of 
| Caun. This makes 
the results far | 
| more effective. | 





armour. Trudge across to collect it and 
give it to the little guy 


4 These stairs lead down. 


5 These stairs lead up. 








® LEVEL 12 


P 2 This 





1 Behind these cell doors are two nasty 
werewolves. Nothing else, just 300Ibs of 
organic killing machine. Leave well 
alone unless you’re hard. 


2 The throne room may look impressive 
but it's packed with floating eyes which 
spit poison clouds and lightning bolts. 
They stick to the ceiling so either throw 
the shuriken up at them (try hiding half- 
way around a corner and chucking the 
star — you’ll be protected from their 
attack by the wall) or just run 
underneath them. There are a few 
werewolves running around too. 


3 Step into this portal and you’ll warped 
to the library to the south. There are 
loads of wizards in this room and very 
little else of benefit. 


4 Open the gate here and yet more red 
wizards attack. Eventually take them out 
and you'll be attacked by a couple of 
floating eyes that chuck fireballs. 


5 This pool of water actually restores 
lost power. Just stand on top (human 
form is preferable) and the power will 
coming flooding back. It has limited use 
though. 


6 Open the gate here and you'll 
encounter a few more wizards. Make 
sure your energy and power levels are 
topped up and get in close for the Kill. 
Retreat when energy levels drop and 
hide behind a door to recuperate. 


7 Around here is a staircase that leads 
down to the next level. 





1 This is the wine cellar which is 
haunted by a pair of red wizards. Kill 
them both off and crack open the chest 


at the end to get a load of equipment. 


room is packed full of 
werewolves. Tackle them once at a time 


GENERAL TIPS | 

| Always remain in | 
human (Kirt) form | 
when drinking the | 
power potion or 
eating the Blue 
fruit. The same 
applies when 
standing ona 

| power pad. 





by letting them follow you down this 
passage. 


3 The werewolf lord lurks in this room. 
He uses a power staff which can be 
deadly so don’t hang around, and get in 
close to kill him quickly. Pick up his staff 
after you've killed him. 


4 This door is locked until the werewolf 
lord has been killed. The portal is found 
around here. 





LEVEL 14 


1 The miners won’t attack unless you 
strike first. Just let them get on with their 
mining. 


2 The minotaur king is found around 
this area, along with a few other 
minotaurs. He is protected by an amulet 
of defence so he takes quite a few hits 
to destroy. The best tactic is to lure him 
to the gate back to the left and fire 
bombs and shurikens through the 
passage. 


3 Turn the tap on to water the tree 
which sprouts two blue and two red fruit. 
The red fruit restores life force, the blue 
fruit tops up your power. 


4 This area is crammed with toadstools 
which gob balls of venomous poison. 





Again, get in close and hack away at 
their fragile stalks. 


5 A stash of multi-coloured bombs can 
be found in the last cell. Just click on 
the door to get inside. 





GENERAL TIPS 

Grostis probably the most effective 
character to use in the latter stages 
of the game because he’s tough 
and can kill most enemies with a 
couple of punches. Only use Opsis 
to fly over acid pools or across the 
flame wall on level seven and play 
most of the initial levels as Maorin — 








he’s tougher than Kirt. 


LEVEL 15 


1 It's dark down here. Use the light 
crystal to create a little illumination. 


2 This place is full of little spiders that 
crawi along the ground and scuttle 
across the ceiling. Rip them to shreds 
using the shuriken. 


3 Giant spiders roam this cavernous 
room, taking bites out of the unwary 
adventurer. Take them on one at a time, 
swiping rapidly with the sword. 
Retreat to regain energy, then return to 
fight. 


4 Poisonous toadstools are packed in 
here, making it a dangerous place to 
visit. Remember not to take them on all 
at once — kill a few then retreat to regain 
energy. Keep your eyes peeled as there 
are a few bonuses scattered on the 
ground. 


5 Fireballs streak down either side of this 
room, making it difficult to walk up. Move 
in a snake-like manner, zig-zagging from 
side to side up to the exit at the north. 


6 Yank the chain to reveal a passage, 
then jump across to the west and 
destroy the spider. Pick up the obelisk tip 
then the exit will appear to the north of 
the acid pool. 








, LEVEL 16 


1 Both of these gates are locked. You'll 
find the key at location two. 


2 This is the gate key which allows you 
to get to the water. 


3 There a chest hidden in this corner 
which hides valuable objects needed 
for when you dive underwater. Float 
across the acid in the form of Opsis to 
reach it. 


4 Black shadows lurk in each corner 
until you enter, then they pounce. 
They’re fairly weak, so take them out 
with your sword. 


5 The trident of might is found in this 
corner and is vital for the underwater 
stage. 


6 Two or three nasty demons fly 
around this section of the level, 
throwing fireballs at anything foolish 
enough to step into their paths. They fly 
at head height so slice them with the 
magical sword, but replenish energy 
after each kill. 


7 You can dive underwater to the next 
section at any time, but make sure your 
have the form of Kahpa. | suggest 
diving in the middle section. 





SHADOWCASTER 








LEVEL 17 


1 An amulet of defence can be found in 
this corner but it’s protected by loads of 
hellish creatures that throw dangerous 
electricity bolts. 


2 There are a few sting rays dotted 
around but they’re dead easy to destroy 
using the trident. 


3 The blue demons are dangerous 
creatures to encounter so attack them 
carefully. Keep a constant eye on the 
energy level and when it nears zero, 
return to the surface and restore energy 
using Caun’s magical abilities. 


4 This oversized lobster must be 
defeated, which isn’t particularly hard 
providing you’ve topped up both energy 
and power levels beforehand. Kill it then 
pick up the tablet that lies just in front of 
the portal. This is needed for the next 
level. 


That's it for now folks, hold you 
breath for the concluding instalment in 
next month’s PC Player | 
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targ t prov ihe it’s h enough 
times, It’s for this re it 
if you have a favourite 
weapon, use it. Try them out 
on the simulator for more 
practice. Ground targets are 
easily destroyed with most 





some missiles will only lock 
onto certain targets. Enemy 
aircraft are best tackled alone, 
because you can be out- 
manoeuvred more easily when 
the enemy has a wingman. 
During a dogfight, switching to 
the full-forward view can be 
extremely helpful although you 
will lose the advantages of 
both the radar and warning 





INTIMATE SECRETS. 


TOO MANY HIGH-G TURNS ARE BAD FOR YOUR HEALTH. 


MIND YOU, SO IS A SIDEWINDER ON YOUR TAIL, SO PC 


PLAYER BAILS OUT TO UNCOVER SOME OF TFX’S MORE 





in both the F-117 and the F-22 
fuel is not vitally important, 
although you will have to 
refuel on longer missions. 
The Eurofighter 2000 is 


‘Slightly different and fuel 


20,000 feet. Fuel tanks 


double the capacity of the 


ist be conserved by flying 
-ataronkerso0 knots at 15- 





should restrict thelr use to 
fighting and emergencies 
only. 











ground ordnance, although 


panel. 















This may sound obvious but 
probably the most important thing 
to remember is not to die or get 
captured otherwise you'll have to 
start afresh. If this means quitting 
to DOS from the in-flight 
configuration menu and reloading, 
then so be it. If, for some reason, 
you cannot seem to complete a 


mission, carefully retry the sortie, 
looking out for messages or 


something else you may have over- 
looked. pene i aan. 


There are three types of 
mission: aerial combat, ground 
combat and escort/protect. In an 
aerial combat mission the primary 
objective is to locate and destroy 


FUEL 














enemy : aircraft, It's exac 


orimary 
targetisa Buia or other enemy 
installation. One thing to remember 
on the ground runs is not to just 
concentrate on a single target. 
After all, a power station can’t be 
destroyed just by taking out the 









IP 
are based on time — you have to 
guard or escort a friendly unit for a 
specified time. Even though all the 
threats may have been eliminated, 
the mission will not end until the 


clock reaches zero. 
eee tee | 




















TFX 





MISSION ONE 


| To complete the third training mission, locate 
and destroy the SAM'si sector 111,85. A 
carefully aimed AGM-122 or AGM-88 should 
knock out the missile silo. 


The primary objective of the fourth mission 
is to eliminate the inco: fighter over the 
main island. Once the aircraft has been 
wiped out, return to the carrier and land. 


sion is a test of dogfighting 
kills, placing you against four enemy 
aircraft found to t and the west. All 
four must be destroyed before returning to 
base and landing. 


MISSION SEVEN — 


Ground forces must be engaged on the 
battle front, north of the friendly troops. Four 
vehicles must be destroyed: either two 
tanks, two helicopters or any combination of 
the vehicles. The cannon is probably the 
best weapon for the job, strafing the targets 
as you fly past. 





MISSION SIX 











MISSION NINE 





inated before they reach their 
lemy aircraft, land to finish the 


ur inbound bogeys 
“objective. After taking out all 
mission. 
















139,187. Take 
out two large 
buildings or 
radar sites 
and the 
mission will 
have been 
successfully 
completed. 



















The enemy fleet in sector 83,100 must be 
destroyed. The aircfaft.carrier is the primary 
“target and can be annihilated with a Harpoon 
missile or an AGM-88. Eliminate the carrier 

then return to base. 


- MISSION FIVE 





Get ready for a night mission in which the — i 
military installation in sector 112,84 must be 
crushed. At lea ildings or radar sites 


must be destroyed, using laser-guided bombs 
for the best results. Once the installation is 
eliminated, return to base to land. 


target Using 
jaser-guided 
bombs then 
proceed to 
the runway at 
sector 
107,107. 
Switching 
over to CMB- 





runway and 
the return to 


to complete 
the training 








18s, bomb the 


base and land 
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Cruise 
missiles are 
pre- 
programmed 
and cannot be 
aimed by the 
pilot. The 
missile, when 
fired, will fly 
towards its 
designated 
target impact 
minutes later. 
The pre- 
determined 
target will be 
of relevance 
to the 
mission. 








Attacking ground targets is 
generally safer than aerial targets 
because your average Barrett 
home doesn’t return fire. On 
bombing runs with laser-guided 
bombs, approach the target at 
around 10,000 feet. When the 
target nears 15 miles, switch on 
the laser designator and zoom in 
until you can see the target. Make 
sure you have picked the correct 
target — if you are unsure, do not 
fire. Once the target is 
highlighted, fire the bomb. At 
10,000 feet, 15 miles is about 
tight and remember that the 
faster you’re flying; the quicker 










MK82 


hitting. 


Use the HUD prediction circle to estimate the 
bomb’s impact point and remember that 
diving at a target increases your chance of 


the bomb reaches its target. It’s 
possible to drop bombs from 
greater distances but it’s not 
recommended. This is because 
the likelihood of the bomb gliding 


low increases and therefore it 
may well stri jet. 
SAM sites ai jetely 


different story because they can 
retaliate. Providing your aircraft 
is equipped with AGM-122 or 


_ AGM-88s you can lock onto a 


SAM site but it might not be the 
one you're focusing on. Cycle 
through the targets using the C 
key to pick the correct target. 
Keep your speed down and 


launch at around three to five 
miles away. If you don’t have 
these use Mavericks instead. To 
lock on, line up the SAM site in 
your HUD and then tap the space 
bar to lock in the target. Fire and 
the Maverick should strike home. 
If your aim is off and the lock-on 
box misses the target, hit X and 
try again. If all else fails strafe the 
ground with.cannon fire. 

AGM-84 missiles are the best 
munitions to use against ship 
targets. They’ll single out enemy 
vessels and will lock onto the 
largest ship in the fleet, which is 
usually the aircraft carrier. If your 





targets. 





AGM-65 MAVERICK 

These are aimed manually by the pilot and 
are locked on by tapping the space bar. 
Although effective, they won’t track small 


These are runway:bombs that target 

same way as Mavericks. Approach the target 
and place the cross-hairs in the centre of the 
runway before firing. The missile will deploy 
its contents a split-second before impact. 





objective is to destroy a fleet 
concentrate your fire on the 
carrier. 

To take out runways use 
either a CMB-18 or a Durandal. 
Fly fairly low over the target and — 
drop your load when you're 
above. A CMB scatters the 
runway with a hail of small 
explosives which leave craters 
across the surface. The Durandal, 
on the other hand, is a single 
bomb which renders the runway 
structurally unsafe. 

There are other ground attack 
weapons available and here are a 
few tips on how to use them: 








TFX 







target, finding out what you’re: 
_ engaging, where it is and in which 
direction it is flying. pesusegice __ 
on your method of attack. If your 
aircraft is armed with long-range 


missiles use them first, before the 
enemy gets too close. If you 


any angle of attack. Remember 
that close-range missiles have a 
minimum range of about a mile — 
any closer than that and the 
missile will probably miss the 
target. Instead switch over to the 
cannon and engage. 


don’t, you must first move inte 
position before firing. Heat- 
seeking missiles lock onto the 
enemy’s engine so for a positive 
lock you’ll have to fly round to 
their tail. Radar-guided missiles 
are more reliable, locking on from 













easier to take on a single expert 
pilot than it is to fly against two 
novice opponents. Before you 
engage it’s vital to identify the 


cOMRE 





BLM Bea Fe 


When ‘Bingo!’ appears on your HUD it means 

“you’re low on fuel. Tap the apostrophe and C 

_keys to find out where the nearest refuel 
point is and head for sector. With the 
tefuelling plane in si ice your speed to 
about 300 knots (or the minimum speed of 
the F-117) and head directly for it, attempting 
to approach from the rear. The refuel plane 
will fly towards you and connect 
automatically. With the tanks full, reduce 
speed or steer to the side to disconnect from 
the pipe. Don’t accelerate, otherwise you'll 
end up in the back of the refuelling aircraft! 


REFUELLING 





Fd BaF 

















When landing, employ the ILS and 
head towards the beacon indicated 
on the HUD. The beacon is 
approximately 20 miles from the 
runway and will line you up 
perfectly for landing. By the time 
you reach the beacon make sure 
your height is below 10,000 feet and 
your speed is reduced as much as 
possible. When the beacon is 
reached, the HUD will ask you to 
turn towards the runway, where the 


ILS will kick in. The ILS bars will 
gauge your approach, indicating if 


you’re:flying off to one side or too 
hi ing slightly will 
reduce s| by the time you 


reach the runway your speed 
should have dropped to 
approximately 200 knots. Lower 
your undercarriage and ease down 
gently, making both wing-tips level. 
Apply the wheel brakes and the use 
the parachute if necessary. 








Obviously you'll slow down — 
quicker if you shut down the 
engines. 

Use the same principles for 
carrier landings but leave the 
engines on and lower the arrestor 
hook before touching down. Make 
sure the hook catches on the wire 
otherwise kick in the afterburners 
and fly around for another attempt 
(taking care to raise your 
undercarriage if you go too fast). 








AND FINALLY... 











There a few in-built cheats for TFX and 
here’s how to access" oer If you don’t fancy 
flying all the training missions simply hit 
‘Control’ and enter after your call sign on the 
enrolment screen. If, on the other, you just 
want to be invulnerable to attack type right- 
shift ‘PLOP’ to toggle the cheat on and off. 
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ACES OF THE PACIFIC 


3.5” DISK 


















KING’S QUEST V 
LEISURE SUIT LARRY 5 
POLICE QUEST 3 
QUEST FOR GLORY 3 


SPACE QUEST IV 


ee ae 


@sicnra 


@sicRAK 


12 ISSUES OF PC PLAYER 


£25.00 


OFFER 1 OFFER 2 


12 ISSUES OF PC PLAYER, 
PLUS A SIERRA GAME 
WORTH £39.99 


£40.00 















is your chance to 
subscribe to the 
brightest and most 


innovative PC games = magazine 
available. PC Player concentrates on 
only the serious side of PC gaming, 
which means each issue will contain 
nothing but quality reviews and news of 
the latest simulations, war games, 
adventures and strategy games. 

Not enough for you? OK then, how 
about taking advantage of our special 


THIS MONTH'S 
SPECIAL OFFER 
ALLOWS YOU 
TO GET THE 
FIVE STAR 
RATED TFX 
AND 12 
ISSUES OF PC 
PLAYER FOR 
ONLY £45 


subscription offer and getting your 
hands on either a Sierra disk-based 
game worth £39.99, or a CD-ROM 
software package worth £44.99? 
Imagine, no more trudging down to 
the local newsagent in the rain and the 
snow only to find that PC Player has 
sold out and the only thing that is left 
on the shelf is an outdated copy of 
Bunty! Simply decide which package 
you’d prefer and fill in the form on this 
page. a 





SIERRA ae a 


OFFER 3 OFFER 4 


12 ISSUES OF PC PLAYER, 
PLUS A SIERRA CD-ROM 
GAME WORTH £44.99 


£45.00 


KING’S QUEST VI 


LAURA BOW = DAGGER OF AMON RA 






SPACE QUEST IV 


ECO QUEST - SEARCH FOR CETUS 


12 ISSUES OF PC PLAYER, 
PLUS TFX 


£45.00 










































































Se ade bocseedeeceseeceeseoreneesesenseeressseneeseenenaeseesereseenconeceerececeoneoneenceeneeeeeonsees eee eeneneensesaesenenoeeseenerenseneaeneseccesnscenoceaannsonecnuaucauarecenseesessassecseresssassnenyousnecnsseravnvenedeanyaenanainereuenes 
{NAME: __ | [CHOOSE ONLY ONE OFFER Se eee 
| 
ADDRESS: __ | [PAYMENT BY CHEQUE OR POSTAL ORDER | 
sine ET, 
| [PAYMENT MADE TO MAVERICK MAGAZINES LTD | 
SS aE 
___ | [SEND COMPLETED FORM TO: 
wll 
POSTCODE: | PC PLAYER SUBSCRIPTIONS, 

















1 WOULD LIKE OFFER 1: 
12 issues of PC Player for £25.00 


1 WOULD LIKE OFFER 2: 


12 issues of PC Player, plus a Sierra game worth £39.99 
1 WOULD LIKE OFFER 3: 


12 issues of PC Player, plus a Sierra CD-ROM game worth £44.99 


1 WOULD LIKE OFFER 4: 


12 issues of PC Player, plus TFX worth £45.00 






































Specify game 

















MAVERICK MAGAZINES LTD, i 
| 16-17 HOLLYBUSH ROW, dt 
pa OXFORD, I 

7 OX1 1JH. i 





HELLO, AND WELCOME TO “MINOWATCH" 
TMS WEEK WE'RE LOOKING AT THE worp }{ WOAH, DUDE..YouR FACE...1T'S. 
OF “MIND EXPANDING DRUGS. THE YOUNG $17 IT'S UKE... MELTING! 
MAN SITTING BEHIND ME CLAIMS HE IS 
ARLE TO USE SUCH DRUGS ASA MEANS 
OF GAINING A CLEAR INSIGHT ON 
E MEANING or LIFE, LETS, 
SIT BACK AND OBSERVE.. 





{ JESUS! MY HANDS WOK GIGANTIC , 
FOR SOME REASONIAND THEY'RE 
SO FAR AWAY! 


















CHARLIE BROO eR™ 

AND YOU AND MIE MAN -WE'RE } So THERE You HAVE IT, MIND -EXPANDING| 
NOT REAL! WE'RE LIKE, WE'RE JoR SIMPLY “MIND BENDING" 2 THE CHOICE 
JUST DRAWINGS INA FREx"]IS YOURS. UNTIL NEXT TIME, THIS 1S 
MAGAZINE! ANO LIKE, THERE )| PHILLIP UPTIGHT, FOR MINDWATCH, ya 
ARE PEOPLE WATCHING US =I SAYING GOODBYE. GOODBYE. James 
WHO CAN READ our THOUGHTS ime 











WOW! THIS CHAIR TUST TOLD ME THAT 
1 COULD SAVE STACKS of BREAD 2 
BY BUYING, SELLING or EXCHANGING 
ALL KINOS oF PC. GOODIES AT THE J 
TOTTENHAM COURT ROAD + 
COMPUTER EXCHANGE! J 

















I'M TELLING You, DUDE! THIS 15) 
Ke OUR LAST FRAME OF 
EXISTENCE! IT’S ALL OVER, MAN 




















WE HAVE AN UNRIVALLED SELECTION OF 
TOP-NOTCH 289-HAND PC. GAMES AT LOW, 
LOW PRICES! JUST CALL US NOW AND 

TELL US WHAT YOU'RE AFTER! ALL ARE 
FuLLY GUARANTEED ! ano HEY- 
we Aso PAY CASH for Your 28> 
HAND TITLES, OR LET YOU PART- 

EXCHANGE THEM TowARDS ANY- 
THING ELSE WE HAVE IN STOCK! 


TO ORDER, TUST USE THE COUPON BELOW OR CALL 
O71 637 1743 Keres YOULL save TONS or WONGAL 
to. Must BE PROVIDED BY ALL SELLERS OF GOODS, 


cRepit card saves! 
WE ALSo BUY, SELL ano EXCHANGE 


PC HARDWARE! MOTHERBOARDS, HARDDRINES, /- ah 
MEMORY, PRINTERS, MONITORS, You NAME I, WE Ff) | 


WANT ir! FANCY UPGRADING? THEN Way NoT 4 
PART-EXCHANGE YouR OLD Gear For NEW STUFFS 
SIMPLY PHONE 08 FAX OUR HARDWARE GUYS on. 


a FOR” MORE 
HOW WUC WILL 
WAT WAVED APM (You cive me roe) Dy 
STOCKY Qreges JETSKI NINTA 
“ R(GistioP SimutatoR't) 


TES UINFoR MATION A 
CALL US NO 


OR WISIT OUR GLITZY WEST-END STORE AT 


ALL PRices MAIL ORDER onty. we Accent OE 


TITLE zt! TITLe z 
ALONE IN Tele DARK 2 29-44] INDYCAR RACING 21-44 
BENEATH A STEEL SKY 21-44] MASTERS OF ORION 18-44 
CRITICAL PATH CALL | MORTAL KomBaT 22:44 
CANNON FOOPER CALL | PAGAN CuLTIMA WKN) TAMA 
DELTA V ‘D-H SAM + MAX cD 14% 
ELUTE 2 -FRONTIER Ly LAISTARLORDS 21-44 
ELDER ScaoiLs CALL |SIM CITY 2000 3444 
FUGUT SIM TOOLKIT BV'44| PACAFIC STRIKE 29° 44, 
GABRIEL KNIGHT 24-44] RISE OF THE ROBOTS CALL 
HAND OF FATE (KYgANDIAZ) 29-491 TEX (app 26 FoR cD) 













































OR Nur DECK YOU. I'M NOT JOKING. | WILL. 












| 
[he WHITFIELD ST. | ‘vee | 
pak nS ARREN pS oF PHONE: | 
Oo Oo N Ww i 7 ry AOD 
OPEN ALL WEEK LONG , JUST FOR YOU. YOU GIT. DAercrose a oreaue oro omen 1 
“TRADE ENQUIRIES AIELCOME, READ SuPERKAYLA. PLEASE. POST THIS TD: 143 WHITFIELD ST, LONDON wi SRY. RIGHT ON! 


vVoue Goons witt BE SENT PAcrce THAN YOU CAN sAy “wance™ OeaRARLy. 
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PROBLEMS 


Aa F y | M considering upgrading my PC to 


The hope for 
this page is for 
it to become 
something 
slightly more 
than just a 
simple Question 
and Answers- 
style problem 
page. What we 
effectively want 
to produce isa 
bulletin 








initial barrage | 
of tips we're” 
offering a free 
game from the 
KIXX XL 
catalogue to 
anyone who i 
helps. This 
month we’re 

able to offer 
Leisure Suit 

Larry as an 
incentive... 




















something a bit more powerful, 

but I’m very confused about 
what | should do. At the moment ! have 
a 386-based machine with 4Mb of 
memory, and | want to upgrade the 
motherboard to a 486 (probably a 
DX33). However, | am concerned as to 
whether or not everything on my system 
will work with the new board. Will my 
hard drive, floppies, memory etc still be 
OK? Also, will | be able to upgrade my 
DX33 board should | want to in the 


future?" 
J Thompson, Wolverhampton, W Midlands 


P¢ PLAYER: A system upgrade is 
probably something which every 386 
owner is mulling over at the moment, 
but you have to be careful what you go 
for. In answer to your main question, 
yes, everything should be fine — drives 
all have standard connectors. As long 
as your current system is_ pretty 
standard kit, you shouldn’t have trouble 
with memory either. The only thing I’ve 
come across before is with a system 
such as the PS/2 model 35 (which is a 
386SLC system) where the memory 
SIMMS are pretty system specific. It 
would be worth just making sure to be 
on the safe side. 

On the upgrade front, you shouldn’t 
have too much trouble clock-doubling a 
DX33 board. Most will take a 66MHz 
crystal at a later date, but make sure 
before you shell out all of that money. 


"| require your help — | have an IBM 
System 2 with 2Mb Ram, a 386 
processor and DOS 5.0 and I'm trying to 
run Frontier: Elite II with no success. If | 
put the minimum 1Mb into XMS 


So what's the easiest way to 


provide an optimum memory set- two files: 


EDIT and copy out the following 


OVER THE NEXT FEW MONTHS WE 


ARE HOPING TO SET UP A PAGE 


WHERE READERS CAN ALWAYS FIND 


A SOLUTION TO COMMONLY 


EXPERIENCED PROBLEMS. 


(expanded memory), there isn’t enough 
program space, but if | load DOS into 
HIMEM to cure this, | can’t load XMS. 


Please help." 
R G Gapper, Stevenage, Herts 


PC PLAYER: XMS is EXTENDED 
memory as opposed to EXPANDED and 
as a result you can’t run HIMEM when 
XMS memory is allocated. To free up 
the base memory you need, make sure 
you have EMM8386 installed and load 
everything high (in the way you’ve been 
trying) and you should find that things 
work OK. You shouldn't have any 
trouble running Frontier on a PS/2 with 
2Mb of RAM — we tried it on a system 
very similar to yours and although the 
game ran slowly, it seemed to work fine. 


“| can’t get TFX to work properly on my 
system — it has done all sorts of weird 
things. It either won't install, won't run or 


asks for a ‘key disk’. Is it bugged?" 
G Hubbard, Middx 


P¢€ PLAYER: The game has a rather 
meaty bug in it. Unfortunately there is 
nothing you can do about it except 


MEMORY AND SOUND CARD PROBLEMS ~ 


LH C:\MOUSE\MOUSE.COM 


contact either Ocean or your local shop 
and exchange your game for a new 
one. Apparently the first run of the 
game had a bit of a problem, but the 
latest version seems to be fine. 


“I’m having trouble getting Syndicate to 
work properly with my Sound Galaxy 
sound card. | was told that it was a 100 
per cent Soundblaster compatible card, 
but | only seem to be able to get the 


music, with no sound effects." 
P Dawson, Sandy, Beds 


PC PLAYER: We've heard of a few 
problems surrounding Syndicate and 
sound cards — apparently it’s a little 
sensitive! The system we tried the 
game on crashed after a while due to 
the sound. The problem can be solved if 
when loading the game you use the 
filename MAIN. Everything should now 
run smoothly! 


"When playing Master of Orion | get 
some really silly behaviour from my 
mouse. Every time | click on an icon or 
ship, the pointer whizzes over to the 
left-hand side of the screen. Also, on 
the first menu screen | can’t get the 


pointer to go to the right of the screen.” 
W Brown, Aberdeen 


PC PLAYER: Such weirdness normally 
seems to crop up when a game can't 
get along with your mouse driver. It 
would be worth getting hold of another 
driver disk just as a back-up for these 
annoying moments. Talk to your local 
dealer. In the meantime | can only 
suggest using the keyboard instead of 
the mouse (a pain, | know). | 





conflicts which result in your 
system either a) crashing, or b) 


up? Well, there’s a lot to be said 
for boot disks, and it’s good to 
have an all purpose set-up sitting 
on a floppy for those annoying 
little situations. 

Many games offer a custom 
boot disk system which will not 
only optimise your memory, but 
also load the game in — however, 
we have found it helpful to have 
an all-purpose ‘memory stripped’ 
system disk sitting around just in 
case we run into problems. 
Playing around with the system 
files on your hard drive is a pain at 
the best of times, especially if you 
have a certain set-up which is 
good for most purposes. 

If you format a disk using the 
FORMAT/S command in DOS, all 
you have to do then is enter DOS 


Save as A:\CONFIG.SYS 
DEVICE=C:\DOS\HIMEM.SYS 
DEVICE=C:\DOS\EMM386.EXE 
DOS=HIGH,UMB 

FILES=30 

BUFFERS=30 

If you are running Double 
Space from DOS 6.0, add the line: 
DEVICE=C:\DOS\DBLSPACE.SYS/ 
MOVE 
to the end of your file. 

If you find that this still 
causes memory problems (some 
really fussy games might insist on 
even more memory), try reducing 
the FILES and BUFFERS lines to 
either 25 or 20. 


Save as A:\AUTOEXEC.BAT 
PATH=C:\;C:\DOS 
PROMPT $P$G 


Another common problem 
which seems to crop up in letters 
and phone calls to the PC Player 
office seems to revolve around 
sound card conflicts and 
malfunctions. With all of the 
different types of card around, it’s 
difficult to always say exactly what 
the problem is, but invariably it 
has to do with the way a card is 
initialised. The standard set-up for 
many cards sees: 

ADDRESS: 220 
DMA:1 
IRQ: 7 

Most games will ask for this 
set-up and invariably (as long as 
your system has no hardware 
conflicts) it’s one that works. 
Unfortunately you may 
occasionally experience hardware 


not playing any sound at all. If 
you’ve already tried altering the 
settings on your card (changing 
the IRQ to 5 and the ADDRESS to 
230 etc), you may feel that you’ve 
exhausted all of the possibilities. 

A call to the Creative Labs 
technical department left us with 
the following solution — they 
claimed that the problems could 
be that a) the sound card isn’t 100 
per cent Soundblaster compatible, 
which is something which just 
can’t be helped, or b) conflicts 
with other cards are affecting 
operation. To test for this, the 
department suggested removing 
any cards and then replacing them 
into the system one by one, 
testing the sound with each card. 
Helpful huh? 


Prices include V.A.T. and delivery by post on U.K. Mainland. 
Orders can be taken: by telephone on 0922 59070, Access and 
Visa are both welcome, by mail with cheque or Postal Orders 
to S.A.B, or in person at Gamebusters. 


8.0.6 Business Hours 10am - 6pm 


= a as PIV ibIU | Y DISCOUNT 
TITLE: PRICE: 
FLIGHT DECK PRO £149.00 
FLIGHT DECK PEDALS £74.95 
FLIGHT DECK YOKE £89.95 
NETWORK Q RALLY £24.95 
NS Bel DINING PRIVATEER £33.00 
FRONTIER- ELITE II £29.95 
Features Include: FLIGHT SIMULATOR 5 CD-ROM £39.95 
TORNADO CD-ROM £34.95 
AIRCRAFT & SCENERY DESIGNER 4.0 £24.95 
ABCHAEL & SCENERY DESIGNER 5.0 £29.95 
£34.95 
® Switchabl for rudder control or = Af SKI : £17.95 
oe a fion se a OR FLIGHT SIM 5.0 £17.95 
CEleralOr OPUONS. ‘ . ITALY DISK FOR FLIGHT SIM 4.0/5.0 £34.95 
: ; ‘ A.T.P. (REVISED EDITION) £27.95 
© High quality tubular steel construction. _GUNSHIP 2000 VGA : £27.95 
: es _.@9m GUNSHIP 2000 MISSION DIS - 
© Manufactured in Great Britain to IBM™== TORNADO 


<iittln. by Yates ee Bae arg B T 
Lo 
ate Wi le analogue joysticks = “Ee CON. MISSION - 


at = OPERATION FIGHTING TIGER 
2 © Twehe months conditional ware STRIKE COMMANDER 
STRIKE COMMANDER SPEECH 





@ 3 Axis control yoke with throtile lever. 


sah ACCESSORY 
“* Manistee y POSE FORMULA ONE 
AND PRIX 





~“e High Hie potentiometers for smooth action. 


MP JET 


ait. : CAR AND DRIVER 
“f Bs mat ion - Tel Bill Vat tes an 0543 503018 = LOTUS - THE ULTIMATE CHALLENGE 
Ay] * ACES OVER EUROPE 
ers or other enquiries=el. Pete Robinson WARRIOR 5 ANALOGUE wW/S 
FLIGHTSTICK 
on 0922 59070 FLIGHTSTICK PRO 
INDYCAR 
Thank you for your interest and any comments. TFX 





MANY OTHER SCENERY DISKS AND SOFTWARE PRODUCTS IN STOCK. 
PLEASE CALL 0922 59070 FOR CURRENT LISTS AND INFORMATION 


C/o Gamebusters, 206-208 Walsall Wood Road, 


Aldridge, Staffordshire, WS9 SHB 


R C SIMULATIONS 





——L BOARD SYSTEM] forneennnene 


| 
| 
! 
| 
| 


y ‘Why wait for your sdiuice fa you can decid now direct fo your computer, Mcroland ' 
offers you speed connections and most files are compressed to minimise the cost, Check it out on 


0483 725 905 at normal call charges. So much shareware you are sie for choice, 





Y Amiga shareware including files fou the 


0891 990 505 War 0483 725 905, 
. To Download A To View 


FLYING YOU WILL LOVE A.T.P. - C.D. (FSS ADD-ON F.0.C 
CONTROL FOR WINDOWS YOU ARE THE ATC OFFICE 
SIMULATION (SEE P.C. PLAYER JAN 94 %x xx) £39.99 





[Fred Fish Collection plus lots more to down- | (BIG kf SIMULATIONS stibLOGtC) 


eae at V32bis V32, V22bis, V22, V23, & Hst 
_ etc. 8 data bits, no parity 


[esesceoaa) 
~ VISA 








INTERNET CONNECTED 
Microland is planning to get connected to the world's largest network toward's the end of January. 


We will be able to provide full global mail, news, software archive, and interactive services, 
Don't miss out get connected and explore the world of internet. See online bulletin for details, 


=a 











T calls to 0891 990 505 ahersea at 36p per minute dee rate, Rapeesin per minutes wall oi times. 
Trevan ee Lid, PO Box ne IG Adoni, Hants, GU12 6YX, 
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NEVER FORGET THAT THE PEN IS 


MIGHTIER THAN THE SWORD. PUT 


THAT POWER TO USE AND DROP US 


A LINE HERE AT PC PLAYER. 


PC PLAYER ISSUE FIVE 





Wi are the release dates of PC 
games different in the USA and in 
the UK? As an example, Legend 





If you have any 
comments, 
queries or views 
on PC Player or 
the PC 
entertainment 
market in 
general, then 
we would like to 
hear from you. 


POST 
PC Player, 
Letters Page, 
Maverick 
Magazines, 
16-17 Hollybush 
Row, 
Oxford, 
OX1 1JH. 


FAX 
(0865) 202771 


E-MAIL 
We are 
arranging a 
CompuServe E- 
Mail number at 
the moment. 
Details will 
appear shortly. 






































of Kyrandia 2 came out in the USA 
about two months ago, while the 
expected release date here is three 
months later than that. Why the delay?” 
Dennis Kinek, COLCHESTER 


PC PLAYER: The software industry 
works in a similar way to the music 
industry in that products produced in the 
States are often released over there 
before they see a UK release. The other 
side of the coin, of course, is that the 
Americans have to wait for a while if a 
particular piece of software has been 
produced in this country. Look at 
Tornado — it took a good couple of 
months for the American public to get 
their hands on a copy, while we had it 
up and running long before them. 


“The Super Test of combat simulations 
was very interesting, but that star rating 
in the conclusion didn’t seem to match 
the scores. Please explain how your 
overall rating is achieved and why the 
sum of the quality attributes gives a 


very different ranking order.” 
Gavin P Lawrence, CAMBRIDGE 


PC€ PLAYER: The whole point of the 
Super Test was to assess the best 
simulator currently on the market. This 
meant stripping the packages down into 
constituent parts and judging them on 
these merits. The overall conclusion 
was gained, not just by taking an 
average of the sum total, but by judging 
what factors were important to the PC 
sim pilot in terms of realism, etc. 

Therefore it would be wrong to put a 
game like Strike Commander, which 
scored very highly in presentation and 
graphics, above a sim like Tornado, 
which got much lower scores in these 
categories. So although it was the 
winner numerically, we then had to ask 
whether a real sim pilot would judge 
Strike Commander to be a better and 
more realistic air combat simulator than 
Tornado. | think not. 

Judging a game solely by these 
merits wouldn’t have given a clear 
indication of which sims were the most 
authentic, so the overall positions were 
decided with not only the singular 
scores in mind, but with the reviewers’ 
personal preferences as well. 


“..Please do not change the magazine! 


PC Player is to my mind a games 
magazine and should remain as such. | 
buy it because it’s different to the 
others. | read PC Home and PC Format 
for all the technical stuff requested on 
the letters page. Please don’t change! 
Speaking for myself, | think you have 
the balance just right. 

Maddi Wright, Beccles, SUFFOLK 


“..1 couldn't agree more with Tim 
Metcalfe in his We Want More column 
(Issue three). Ditto for Andy Ralls’ Guilty 
column. | even agreed (to my surprise) 
with most of the readers in the letters 
page, especially; Sue Schneider, S 
Poyser, A Gray and G Britton...more 
instructive information and advice 
regarding technical matters would be 
welcome, AS LONG as it pertains to 
using the PC for games playing.” 

Warren Cann, W Hampstead, LONDON 


P¢ PLAYER: Two sides of the same coin 
here! PC Player is first and foremost a 
magazine dedicated to the world of PC 
games. Now, there are a lot of people 
out there, and not necessarily those 
who are new to the world of the PC, that 
don’t know how to configure a sound 
card to different interrupts, what a DMA 
channel is and how the Autoexec.bat 
and Config.sys files can be altered to 
give that extra 2K of memory the game 
seems to need before it'll even blow a 
fart at you from the internal speaker. 

This type of knowledge pertains to 
playing games on the PC, and is not 
just confined to systems engineers and 
management bods. Anyone who plays 
games should know how to do most of 
this, but if you don’t, where are you 
going to get the information? 

Even we have trouble getting the 
games to run sometimes and, short of 
throwing the monitor at the wall to see if 
it sticks, this knowledge is the only thing 
that you can use. Therefore we have 
decided to start a technical page that 
aims to help games players with any 
queries that they have regarding PC 
entertainment software. We hope that 
most of you will welcome this with open 
arms, but please write in and let us 
know what you think. 


“..1 have one major problem when it 
comes to choosing games, and that is 
WHICH ONE! There are so many that 
you are lost for choice most of the time. 
Is it possible to make multiple top 10s; 

1) The power used — high power 


ETTERS 


(486DX33+) and memory hungry 
programs. 

2) Price no object — top 10 in price. 

3) The budget/student gamer. 

4) The CD ROM user. 

You could have top 10s for each 


category...and a star rating too.” 
Y Syed, LONDON 


PC PLAYER:. The magazine as a whole 
gives you that kind of information 
anyway. Are you trying to make more 
work for us or what! 


“...1 would like to see the practice of 
enclosing the software disks in a sealed 
envelope introduced. The purchaser 
could then unwrap the game, read all of 
the associated rules and instructions 
and get a feel for the way that the game 
plays. If at this stage it was realised that 
this was not the game for them, they 
could return the package to the 
software firm for a full refund. 

Of course, the publishers might 
argue that allowing people to return 
unwanted games would lower their 
revenue. If they have the gall to charge 
in the order of £50 for a game, then 
they must believe that their game is the 
best thing on magnetic media...If they 
can’t rely on their product to stand on its 


own then it shouldn't be on the shelf.” 
Neil Stevens, Formby, MERSEYSIDE 


P€ PLAYER: Access employs this policy 
for the likes of Links and the associated 
courses. The only problem here is the 
extra packaging required. Although it 
may not seem like a lot, if you multiply 
each small envelope by a factor of 
20,000 (a good sell-through), then you 
can see how things are going to add up 
and possibly push the price of games 
up even further. 

One aspect of the games industry 
that does need some looking into is in 
the pricing of CD ROM-based products. 
On average, the manufacturing cost of 
a CD ROM game is half that of the 
equivalent floppy product and that 
means that the software houses are 
making an even larger profit on the 
software involved. 

The development houses would 
argue that more resources are involved 
in the creation process, such as 
professional musicians, and that is 
where the money goes, but it still 
seems that the public is being ripped 
off. It is becoming apparent that the CD 
has been used as a licence to print 
money by the companies involved. | 


PC PLAYER ISSUE SIX ON SALE THURSDAY 31 MARCH: ULTIMA VIII, PACIFIC STRIKE, IRON HELIX, OUTPOST, 
DRAGONSPHERE CD, F-14 FLEET DEFENDER, DELTA-V, RAVENLOFT, GREAT NAVAL BATTLES II... 
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PART OF THE POLICE QUEST°SERIES. 
REALITY ROLE PLAYING’FROM 


SIERRA’ 


For further information contact 0734 303171 


Sierra On-Line, The Old Brewery, 4 Brewery Court, Theale, Berkshire RG7 5AJ 
Fax: 0734 303201 





































Choose the type of hero that suits your 
style—Fighter, Magic User, or Thief. 





§ Pick'a combat system - from pure strategy 
_ | to thumb-twitching arcade action. 





Dark settings and light-hearted humour 
combine in this fun-filled fright fest. 





The Dark One awaits. A 
crazed cult has kept his evil 
image alive in an isolated 
mountain valley. Now a 
beautiful but deadly vampire 
has enlisted the aid of some 
wicked Wyverns, raucous 
Revenants, nefarious 
Necrotaurs, and even a wild- 
eyed wizard. The dark forces 
wait with weapons ready and 
fangs bared. 


A Fun-Filled Fright Fest Where YOU Make the Rules! 


a fin-fle atveture heres 


iH 





Create your own character, choosing a Fighter, Magic User, or Thief. Puzzles, 
combat, and obstacles change according to your character type and development. 


Start fresh or import your character from Quest for Glory I, IL, or II. 


Fight monsters with a sophisticated new battle system that lets you choose skill 
level and combat type-from pure strategy to adrenaline-pumping thumb- 
twitching arcade action. 


Unravel a variety of puzzles-nearly three times as many as found in other 


adventure games. 
SIERRA 


For further information contact 0734 303171 
Sierra On-Line, The Old Brewery, 4 Brewery Court, Theale, Berkshire RG7 SAJ 
Fax: 0734 303201 
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‘PLAYER 


SIMULATION ADVENTURE STRATEGY 





WE ARE A SMALL GROUP OF PEOPLE DEDICATED TO PRESERVING A PART 

OF CLASSIC GAMING THAT SEEMS TO BE OVERLOOKED MOST OF THE TIME. 
NAMELY CLASSIC VIDEO GAME MAGAZINES. 

OUR GOAL IS'/TO PRESERVE THESE MAGAZINES BY RESTORING 

AND DIGITIZING THEM BEFORE THEY ARE LOST FOREVER. 

BESIDES LETTING PEOPLE ENJOY SELECT ARTICLES DIRECTLY ON THE SITE, 
WE ALSO CREATE CBZ FILES AS THE ONE YOU ARE LOOKING AT RIGHT NOw, 
WHICH FEATURE THE COMPLETE MAGAZINES FROM START TO FINISH. 

THIS GIVE US THE BENEFIT OF CREATING MUCH HIGHER RESOLUTION VERSIONS 
THAN WHAT IS FEASIBLE ON A WEBSITE. 


THIS WAY, ANYONE WHO IS BUT A MOUSE-CLICK AWAY WILL BE ABLE 
age, Nlo) gai. |— gle My \—\— [oul [icy v4], | tie), (ol ay le) 5m 





WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH ARE PUBLISHED PRIOR 

TO THE YEAR 2000, UNLESS PERMISSION HAS BEEN GRANTED BY THE PUBLISHER 
IN QUESTION TO DO OTHERWISE. 

THE ONLY EXCEPTIONS TO THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES, 
DUE TO THE NATURE AND CIRCUMSTANCES SURROUNDING THE SYSTEM, 

AS WELL AS NINTENDO 64 EXCLUSIVE MAGAZINES. 

REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY SHAPE OR FORM 
(DIGITAL. VERSIONS INCLUDED) WILL BE TREATED LIKE NEWER MAGAZINES, 

WHICH MEANS WE WON'T BE SCANNING OR DISTRIBUTING THEM. 


THE REASON FOR RESTRICTING OURSELVES TO MAGAZINES PUBLISHED 
BEFORE A CERTAIN DATE, IS TO GIVE PUBLISHERS ENOUGH BREATHING ROOM 
TO SELL. REPRINTS OR DIGITAL VERSIONS OF THEIR OLD MAGAZINES 

IF THEY WISH TO DO SO. 

THESE ARE HARD ENOUGH TIMES AS IT IS FOR PRINT AND THE LAST THING 
WE WOULD WANT IS TO DO|IS HAVE ANY KIND OF NEGATIVE EFFECT ON THEM. 
WE SEEK OUT, TO WORK WITH PUBLISHERS AND ARE ALWAYS LOOKING TO 
SEEK APPROVAL TO DIGITIZE, RESTORE AND RE-DISTRIBUTE THEIR WORKS 

IN WHATEVER WAY THEY SEE FIT. (PUBLICLY OR WITH SILENT APPROVAL) 


WE HAVE NO INTENT) NOR DESIRE’ TO PROFIT FROM THESE DIGITAL MAGAZINES 
IN ANY WAY, SHAPE OR FORM. NOR DO’ WE HAVE /ANY, DESIRE / TO FINANCIALLY 
HARM ANY/PUBLISHER, EDITOR, WRITER OR/ PERSON INVOLVED IN’ CREATING 
THESE, OR /ANY/ OTHER MAGAZINES FOR THAT MATTER. 

WE ARE NOT/HERE/ TO DO/ HARM, BUT /TO HELP, PROTECT THEIR LEGACY. 

THAT) IS’ WHY) THE’ PRE-2000 DATE IS'IN PLACE: 

TO PROTECT / THEIR BUSINESS AND LIVELY—HOOD,’ AND) TO MAKE SURE THAT,WE 
WILL BE ABLE TO, KEEP ENJOYING NEW) MAGAZINES FOR’ MANY YEARS, TO COME, 
WHILE’ AT THE SAME / TIME ENJOY THEIR BACK’ CATALOGUE. 


WE WOULD LIKE TO; THANK’ EVERYONE’ WHO MAKES / THIS PROJECT / POSSIBLE. 
FROM) THE ORIGINAL) WRITERS, EDITORS /AND PUBLISHERS, TO THE’ CURRENT, 
COPYRIGHT /OWNERS /AND EVERYONE ‘INVOLVED /IN/ ACQUIRING, ' DIGITIZING, 
RESTORING,’ PRESERVING /AND DISTRIBUTING THESE MAGAZINES. 


ONE /L-AST//THING: 

IF//YOU/COME ACROSS’ ANYONE /TRYING/ TO’ SELL’ ANY / OF / THESE DIGITAL 
MAGAZINES, OR’) PROFIT/ FROM / THEM /IN /ANY/ WAY,’ SHAPE’ OR/FORM, 
PLEASE ,DO NOT /SUPPORT,/ THEM! 


THANK’ YOU! 


THIS DIGITAL ISSUE OF PC PLAYER IS CREATED AND DISTRIBUTED 
WITH THE AUTHORIZATION OF MAVERICK MAGAZINES. 
ALL RIGHTS RESERVED. 
NO PART OF THIS PUBLICATION MAY BE REPRODUCED IN ANY FORM, 
WITHOUT PERMISSION FROM MAVERICK MAGAZINES. 


Max-Rez 


Version 
(2560 pixels) 





YOU ARE VIEWING THE’) "MAX—REZ” VERSION OF) THIS ISSUE RIGHT/ NOW. 
THIS VERSION IS CREATED FOR OPTIMAL VIEWING, ON LARGE DISPLAYS. 
IF YOU ARE LOOKING FOR A SMALLER RESOLUTION VERSION OF THIS ISSUE, 
FOR USE ON A TABLET OR EVEN AN IPOD OR IPHONE, 

BE SURE TO CHECK THE MAGAZINE CATALOGUE ON OUR SITE. 


















